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INTRODUCTION 


This is our third book about the Nintendo Entertainment System, and 
we'd like to thank all our readers. We feel lucky that our work is also 
our play. We also think it’s cool that other people enjoy what we do. 


Nintendo Games Secrets 3 is meant to get you farther than 
you've ever gotten in the games you love to play. By combining 
detailed descriptions with lots of graphics, this book not only 
tells you what to do, but often shows you, too. Like all books in 
the Secrets of the Games series, Nintendo Games Secrets 3 goes 
an extra step for you. In fact, you can read this book in three 
different ways: 

1. As a guide to the games you don’t yet own. What 
kind of game is it? Does it sound like fun? Learn about the 
games before you buy them. 

2. As a strategy guide. How can you play this game 
successfully? Check the General Strategies section of each 
chapter for the most successful techniques and ideas. Then 
check the level-by-level, step-by-step Strategy Session and learn 
exactly how to go from the start to the finish of each game. 

3. To learn the ultimate secrets. Even in the step-by-step 
descriptions, we hold back a little. We want you to try and 
figure it out on your own. But if you’re still stuck, try our section 
called The Secrets. Often you'll find special strategies, 
passwords, or even powerful secret techniques in The Secrets. 

We've provided a chapter of Short Tips to add to your 
fun. That's where you find some of the secrets, passwords, and 
nifty tricks hidden in your games. 


I'd like to end with a personal statement. It's the same statement 
I've put in all my books. Video games are often violent in 
content. That’s okay. They're games. Enjoy the games, but please 
remember what's important: 


Respect the Earth. 
Respect all Life. 


—RDM 


CHAPTER 1 


Battletoads 


Distributor: Tradewest 


Game Type: Arcade Action 


WHAT’S GOING ON? 


Pimple and Princess 
Angelica were tak- 
ing a joyride when 
they were captured 
by the Dark Queen! 
She took them to 
her home planet 
and is holding them 
prisoner. Now the 
other two ‘Toads, 
Zitz and Rash, have 
got to rescue their 
buds from the 
Queen and get the 
frog outta there! 
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PLAYERS 


Battletoads is for one or two players. The two-player mode is a 
blessing and a curse. It’s a blessing ‘cuz you can take out your 


enemies twice as fast. It’s a curse ‘cuz the players can hurt each 
other! And if one player dies, both players have to start the 
Level over again. 


SCORING 


You get points for punching, kicking, ramming, and head- 
butting the Dark Queen’s goon squad. Some attacks are worth 
more points than others. For example, the Battletoad Butt 
usually scores 2,000 points, while the Nuclear Knuckles are only 
worth 500. 

On some Levels, you score points continuously just for 
surviving! These are the Levels when you’re riding some kind of 
vehicle, anywhere from a Space Board to a Speed Bike! 


LIVES AND CONTINUES 


You start with three lives. Each life has a Life Meter with six 
bars. Every time you get hit, you lose some bars from the Meter. 
Some enemies remove more bars than others. A few will kill you 
with one hit! 

You get an extra life for every 100,000 points you score, and 
you'll also find 1-Ups placed precariously around some of the 


2 


Battletoads 


Levels. It’s possible to “charge up” your lives in Levels with 1- 
Ups, and in fact, it’s probably necessary! 


CONTROLS 


Move 'Toad Attack Jump 
Steer Vehicle 


Pause 


WEAPONS 


The Battletoads can fight quite well with their hands and feet, 
and they'll even transform for some attacks! You can also find 
weapons in some Levels. Pick them up and swing them to 
clobber the daylights out of your opponents! 


SPECIAL ITEMS 


Besides the 1-Ups, there’s 
nothing special to find in the 
game, except for the Hidden 
Warps. Warps? Cool! See The 
Secrets for their locations! 


FRIENDS 

Professor T. Bird will guide your 
efforts from the SS Vulture, but 
he can’t help you on the planet 
itself. You’re on your own. 
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ENEMIES 


The Dark Queen’s got a 
whole bunch of sur- 
prises to spring on you. 
She’s got major bosses 
like Robo-Manus and 
General Slaughter, and 
groups of thugs like the 
Psyko-Pigs and Mutant 
Ratpack. Punch and kick 
‘em for points! 


STRATEGY SESSION 


General Strategies 

If you're going to play in two-player mode, each player should 
cover one-half of the screen and stay away from the other guy! 
Since you can hurt each other, it’s especially important to 
cooperate. If one guy hits another, you can pick your buddy up 
and use him as a weapon! He'll take damage, of course! 

When you attack your enemies, you'll notice that some of 
your blows don’t score points, but others do. These “small” 
blows soften up your enemies for “big” blows, the blows that 
score points and cause damage. When we talk about an enemy 
that needs to be hit more than once, we mean “big” blows. 

Some Levels are broken up into Areas by the checkpoints. 
Whenever you cross a checkpoint, you score 5,000 points and 
enter a new Area. If - - 
you lose a life, 
you'll start your 
next life at the 
checkpoint. We’ve 
broken these Levels 
into Areas in our 
walkthrough. 

Battletoads is a 
toad-ally tough 
game! You'd better 
be willing to put 
some serious work = 
into this cart if you hope to reach the end. Your reflexes have a 
HUGE effect on your success, so keep practicing until you can 
go through Levels without losing a life—or even getting hit! 
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Finally, if you’re overwhelmed by extreme ‘Toadness, see 
The Secrets for a way to start the game with five men. You can 
also use warps to get up to Level 8 while only having to play 
through one entire Level (Level 5) along the way. Of course, if 
you haven't played up to Level 8 on your own, you're spoiling 
the game for yourself by not checking out the Levels in between. 


LEVEL ONE: RAGNAROK’S CANYON 


You'll be lowered into the 


Pris ra Canyon by the SS Vulture. Your 
p 4 ey | first two enemies will be Psyko- 
= $ Pigs! Face a Pig and rapidly 


press B to attack. After 
softening the Pig up with a few 
jabs, your ‘Toad will hit him 
with the Nuclear Knuckles! 
Beat up the second Psyko-Pig, 
then walk to the right. 


The next enemy to appear is the 
Tall Walker. You have to get in two 
big hits to destroy it. Pick up its 
leg and use it to smash the other 
piece of the Walker for points! 


Walk to the right to fight two 
more Psyko-Pigs and a second Tall 
Walker. You'll notice that you don’t 
score as many points by swinging 
the Walker leg as you do by punch- 
ing your enemies. Next time, you 
may want to leave the leg behind 
and continue to fight with your fists. 

After two gray Psyko-Pigs, a 
few flies will flit onto the screen. 
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Suck ‘em up with your tongue! Each fly you eat recharges one of 
the bars in your Life Meter. 


When you get close 
to a cliff, a dragon will 
attack you! You can beat 
the stuffing out of this 
thing, but the wiser thing 
to do is to knock it down 
and then jump on its back 
before it starts flying 
again. You can ride the 
dragon, using A to fly 
and B to shoot fireballs 
from the dragon’s mouth! 

Use the dragon to fly past the waterfall (if you have him, 
otherwise just jump over). Fight the next wave of Pigs, then 
move to the right until four flies appear! Eat as many as you can, 
then fly off the cliff and snatch the floating 1-Up. If you’re 
Dragon-less, move to the middle of the cliff and jump to the 
right to get the extra life. 

The Giant Red Walker is 
so big that you don’t ever 
see it on the screen! Instead, 
you'll fight it from its own 
point of view! Stay out of 


the crosshairs to dodge the 
lasers. Grab the boulder 
and throw it at the screen to 
damage the Walker. Three 
boulders will destroy the 
Walker! You'll jump into... 


LEVEL TWO: WOOKIE HOLE 


There are two ways to take out the 
Birds of Prey at the top of the Hole. 
You can kick them with your feet, or 
become a wrecking ball by staying 
on one side of the screen. Then 
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smash into ‘em to send ‘em flying! Another tip: try to hit the 
Birds as many times as possible to earn lots of points and maybe 
even a 1-Up! We call it bird juggling. 


The Saturn Toad- 
traps are the next ene- 
mies. Use the wreck- 
ing ball against these 
guys. If you swing 
yourself, you can hit 
two Toadtraps with 
one swing! 

The next Birds of 
Prey are equipped 
with scissorbeaks! 


Don’t let them fly over you, or 
they'll cut through the rope and 
drop you to your doom! Kick them 
out of the air. You may cause a 
feather to appear. You can grab the 
feather and use it to club your 
attackers. It’s also easier to hit the 
Birds repeatedly with the feather. 


When the Electrobots bust 
out of the middle of the shaft, 
use the wrecking ball to knock 
them out with a single swing. 
Otherwise, it will take two big 
hits to do the job, and you may 
get hit by the Electrobots’ 
shocking lightbeam! 


Keep a close eye 
on the walls for elec- 
tric traps. When these 
traps appear, you can 
swing around them, 
or use a simpler 
approach. Just stay 
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on the bottom of the screen, in the center, and the traps won't hit 
you. After the electric traps appear, you'll fight another barrage 
of Birds and Toadtraps. The last obstacle before the end of the 
Level is a series of five traps! Use the bottom/middle trick to get 
past them alive. Toad-ally rad! Time for... 


LEVEL THREE: TURBO TUNNEL 


Area One 


Your first enemies are 
boxing kangaroos! You 
can give them the Battle- 
toad Butt, or smash them 
into the ground and kick 
‘em with the Big Bad 
Boot. Either way is fine. 


Jump over the chasm to the 
right and get ready for a visit 
from some veterans of the 
videogame wars—Space Inva- 
ders! They'll move up to the Life 
Gauge and steal one bar each. 
Attack the Invaders and the bars 
will fly to the right. Grab the 
bars to restore your Life Gauge. 
After the Invaders, two kangaroos will attack at the same 
time. Don’t get surrounded! Then keep moving to the right. Beat 
up the two ‘roos on the islands. Don’t fight too close to the edge, 
or you might fly off the island when you use the Big Bad Boot. 


You'll come to two Speed 
Bikes just left of a long bar. 
Hop onto a Bike (it doesn’t 

matter which one) and 
you'll jet to the right, hitting 
the bar. The bar is a 
checkpoint, so even if you 
die, you'll start your next 
life at this checkpoint. 
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Area Two 


Watch the right side of the screen. That’s where the blinking 
walls will appear. Dodge the walls by moving to the opposite 
side of the road. 


When the short walls appear on the ground, you have to jump over 

them. The key to success is not jumping over them too soon. Let ‘em 

blink for a sec before you take off with the A button. You'll have to 
jump three short walls in a row just before the checkpoint. 


Ramps make their appear- 
ance at the start of the 
Area, and you'll be hitting 
them throughout. If you 
miss the ramps, you won’t 
get the extra oomph you 
need to make the extra- 
long jumps. 

Just before the check- 
point, a blue wall will 
appear. This wall is float- 
ing in the air, so don’t 
jump or you'll hit it! 


Area Four 


You've seen ramps, you've seen a blue wall, but are you ready 
for a blue ramp? You have to jump into the air to hit these 
ramps. Be ready! 
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The Mutant Ratpack will 
take to the air in their Rat 
Pods. Watch the shadows and 
move to the opposite side. A 
low wall will appear in the 
middle of the Ratpack attack, 
so be ready to jump it!The last 
wall before the checkpoint 
appears in the middle of the 
road! Dodge to either side and 
you'll miss it. 


Area Five 


To avoid the enemy ships, 
stay at the top of the road 
and toward the right. The 
ships should all miss you. 
An exclamation point will 
appear in the upper-right 
corner of the screen! 

To jump from island to 
island, stay at the bottom of 
< EOE O "| the screen and move to the 
ee SS right when you jump to get 
enough distance. These jumps are the toughest in the entire 
Level, so you'll eat it a few times. 


Area Six 

The last Area! Dodge the lightning-quick walls and then leap over 
the walls at the end of the Area. Don’t be surprised by the Rat 
Pods; they'll drop a wall for you to jump just before the finish line. 


LEVEL FOUR: 


ARCTIC CAVERNS 

Area One 

Get close to the icicles to make them 
fall down, but don’t get hit! Jump 
over the small ice wall and hit the 
ice cube to make it stop moving. 
Pick it up and throw it at the ice 
barrier to break through the barrier. 
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Leap over the cube as it 
slides back down at you 
and pass the area where the 
barrier was. 


Area Two 


Slide off the cliff and you'll land on a pile of snowballs. The 
snowman across from you will attack by throwing snowballs in 


a predictable pattern: two high, one low. Duck under the first 
two balls and jump over the third, then toss a snowball at the 
snowman to turn him to slush. 

Keep dropping down the ice ledges. Beat a second 
snowman, then continue downward. An ice cube will slide 
down at you from behind. Leap over the cube and follow it 
downward. Let the cube bounce into the ice barrier to break 
through it, then run to the left to hit the checkpoint. 


Area Three 


Trigger the icicle, then run to the 
left. Jump over the snowman and 
run up the ledge to the right. 

To get through the series of 
small ledges, run against the wall. 
When a snowball comes down at 
you, jump up and over to the next 
ledge. Run against the wall and 
wait for the next snowball. 
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At the top of the ledges, you'll 
see the snowman responsible 
for the snowballs. You have to 
hit him twice to destroy him. 
When he’s turned into a pile of 
snowballs, jump onto the pile 
and face left. Throw the balls at 
the barrier to break it down, 
then run through. 


Area Four 


Jump over the ice wall and watch for the sliding spikeball! Get 
over the second ice wall and slide down the ledge. When the ice 
cube appears, run against the wall and leap over the cube. Then 
follow it down to the bottom ledge. Hit the cube to stop it, then 
pound the snowman twice to destroy him. Pick up the cube and 
jump over the ice wall. Throw the cube at the barrier and stay on 
the lowest ledge. Leap over the cube as it bounces back and 
forth. When it smashes through the barrier, run to the right. 


Area Five 


Wait for the yellow ledge 
to float onto the screen 
from the right and jump 
onto it. Duck down so 
you aren’t hit by the 
snowball. Jump onto the 
next ice ledge. See the 
icicle in the upper-right 
corner? Jump up there to 
make it fall, but then 
veer back to the left to 
land on the ice. Jump 
back to the right to fall 
past the spikes. 

Wait behind each ice wall for three snowballs to fly past, 
then jump over the wall, walk up to the next one, and wait 
again. Smash the snowman when you come to him. Then pass 
the next series of walls. This time, duck under one snowball, 
then jump over the next. Smash the second snowman and use 
his snowballs to break the barrier. 
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Area Six 


Dodge the ice cube, then fall 
down and use the floating 
platform to move to the right. 
Duck under the brown stalac- 
tites. There’s a 1-Up to grab 
from the second platform. 

As you drop down, 
jump over the sliding 
spikeballs. After you pass 
the third one, punch the ice 
cube to stop it. Pick it up and 
walk to the left, right up to 
the ice wall. Throw the cube 
into the small space between the wall and the barrier, then hop 
onto the wall. The cube will bounce back and forth, speeding up 
with each bounce, and smash through the barrier. Meanwhile, 
since you're on the wall, you won’t be hit by the sliding 
spikeball. Once the barrier’s down, run to the left when the cube 
is sliding in that direction, so you won't get hit by it. 


Area Seven 

Getting the barrier is tough. Stand next to the barrier and let the 
snowman (off the screen to the left) throw snowballs at it! He'll 
throw three high and one low. Duck and jump accordingly until 
the barrier’s busted. 


Area Eight 


The yellow walls won't 
lift up until they’re hit 
by the sliding spikeballs. 
Wait next to the wall 
and jump over the 
spikeball as it hits the 
wall. Then quickly run 
underneath the wall 
before you get flattened! 


before it hits the spikes and run to the right through the narrow 
tunnel. You made it! Cool! 
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LEVEL FIVE: SURF CITY 

Area One 

~ ee t= Re Jump onto a Space 
é Board and get ready to 
catch some waves! 
Dodge through the first 
wave of logs by surfing 
back and forth. Move to 
the top of the screen to 
avoid the next two logs, 
then hit the bottom to 
get past another two. 
After the final two logs, 
surf to the middle of the river and leap to the right when you hit 
the waterfall. You'll catch a 1-Up in mid-aerial! 


Now the whirlpools! Move to the opposite side of the screen 
from an approaching whirlpool and it will swirl past you. You 
need to get by five whirlpools before the river ride ends and 
you hit land again. 


Four Space Invaders will attack! Try to hit at least one before 
they reach the Life Gauge and start ripping off bars. You may lose 
a bar or two, but you'll have the chance to eat a few flies later. 

A Tall Walker appears after the Invaders. You definitely 
want its leg, so hit it twice to get its limb. You'll fight a second 
Walker that takes three hits. After the second Walker, chow 
down on the two flies, but don’t move too far to the right. 
Otherwise, Big Blag will appear! 
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With the Walker leg, 
whack Big Blag onto the 
side of the screen and hit 
him repeatedly. Don’t let 

him jump into the air. If he 
does, keep moving or he'll 
land on you and squash 
you flat! 


Without the leg, you've got a tough fight. Use your punches to 
keep Blag against the side of the screen. If you get close enough, 
you can even pick him up. And don’t let him pin you against the 
side of the screen with his tail attack, or you're doomed. 

You'll find more Space Boards after Blag. Jump onto one and 
hang on for more water action! 


Area Two 


Stay on the left side of the 
screen for the best chance to 
dodge the floating mines. 
There’s no safe place on the 
screen, so just move back and 
forth as you need to. When 
you hit the second jump, 
move over to the right so 
you'll grab the 1-Up. 

After passing the fourth 
group of mines, you'll hit the 
finish line and finish the 
Level. That’s some heavy 
shredding you pulled off! 


LEVEL SIX: KARNATH’S LAIR 


Area One 

This Area’s really just a warmup. There are only a few snakes 
to ride, and their patterns are simple. Best of all, there aren’t 
any deadly spikes to avoid. Ride up to the top and jump into 
the Out portal. 
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Area Two 


The spikeballs are introduced in this Area, and they are deadly. 
One touch and you lose a life. Stay as far awaj from them as 
possible. You should 
only have to jump over 
a few of them near the 
top of the Area. 

Stay toward the 
middle of the snake and 
let it move ahead of you. 
If you stay near the 
snake’s head, you'll 
often run into spikes 
that the snake itself will 
crawl under. Let the 
snake give you safe 
passage over the spikes. 


Area Three 


The yellow snake winds 
and loops around the 
spikes, and you'll have 
to know where to stand 
on the snake as it does 
its thing. If you don't, 
you'll either fall off the 
snake or hit some spikes. 


At the top of the Area, you have to ride four speedy snakes 
back and forth, jumping over the spikeballs in your way. The 
Out portal is just to the right of a spikeball; you'll probably hit 
the Out portal by jumping over the ball. 


Area Four 


There are only four snakes in this area, but the jumps are 
tougher than ever. You'll need to leap onto the platforms several 
times while the snakes crawl through some spikes. 
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On the fourth and final 
snake, crawl up with it, 
and then stay on the flat 
section while the snake 
crawls down. 


4a SADA AANA A? 


When you're about to fall 
off the tail, leap to the 
right, over the spikes, and 

into the Out portal. 


LEVEL SEVEN: VOLKMIRE’S INFERNO 


Area 1 


The first Area is teeming with kangaroos, Rat Pods, and Space 
Invaders! The kangaroos are even easier to beat than before. 
This time, a single blow will destroy them. Sometimes, you 
won't get points for hitting the ‘roos. Try the Battletoad Butt 
instead of a punch; this attack always scores points. 

The Rat Pods swarm at you from both sides of the screen. Use 
the Battletoad Butt to hit them out of the air as they dive down at 
you. You can also try to dodge the 
pods, but this is much harder. 

You'll soon arrive at two Jet 
Turbos. Hop into one and you'll 
zoom through the first checkpoint! 


Area 2 


You have to fly through the 
spaces in the flaming walls to 
survive. The walls come at you 
quickly, so the only way to 
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survive is to memorize the pattern that the walls come in. 
Reflexes will make or break you in this Area! 


Area 3 


Fireballs! There isn’t any 
safe place in this Area, 
but we usually stay at the 
top of the screen. Then, if 
any fireballs appear in the 
purple flames at the top 
of the screen, we duck 
down below them and 
then return to the top. 
There’s a 1-Up in the 
middle of this Area, but 
you may lose several lives 


just trying to get it! 


Area 4 


Missiles come at you from the 
top and bottom of the screen. 
However, you can reduce the 
danger by half. 


Just fly to the bottom of the screen. 
The missiles on the bottom will 
pass right through you without 

hurting you. All you have to do is 
dodge the missiles dropping at you 

from the top of the screen. There’s a 
1-Up just before the checkpoint. 


Area 5 


Back to flaming walls. Now the walls come at you even faster 
than before. And the patterns are trickier! Can you handle it? 


Area 6 

The last Area. The walls appear on the right side of the screen, 
blinking, for a moment before they zoom to the left. You'll have 
just enough time to react. Of course, the walls speed up as the 
Area progresses. Survive the flames and you're moving up to... 
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LEVEL EIGHT: INTRUDER EXCLUDER 


Area 1 


Run against the wall and grab 
the round object to arm 
yourself. Then jump up and 
clobber the robot. Don’t get 
zapped! Jump up through the 
moving platforms and hit 
another robot. Then use the 
spring to hop to the ledge below 
the moving platform. Take your 
time going through this one—at 


regular intervals, the platform shoots an electric beam across the 
small hole that you need to pass through! 


Area 2 


There’s another rod to 
be found against the 
wall if you need it. 
Move upward and jump 
over the yellow spheres 
rolling at you. Then get 
up to the next series of 
springs. There’s a 1-Up 
against the left wall. To 
get to it, wait until the 
hole in the moving plat- 


form is above you and moving to the left. Then jump to the left 
and you'll land on the 1-Up ledge. Then hop back to the spring. 


The two yellow blobs can 
be easily disposed with a 
swinging rod. Without the 
rod, you should try to get 
past the blobs without 
actually attacking them. 
The checkpoint is at the top 
of three moving platforms. 
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Area 3 


Robo-Manus is wait- 
ing for you at the end of 
the Level. He shoots a 
round of bullets, pauses, 
and repeats the pattern. 
Duck under the bullets 
and then use the Battle- 
toad Butt on Robo-Manus. 
You can also get close and 
whack him with a Big Bad 
Boot or Nuclear Knuckle. 
Just don’t get squished by 
Robo-Manus when he 
lands back on the ledge. 


There are two new 
enemies in this Area. 
The gas-spewers emit 
clouds of death at 
regular intervals. The 
vacuums can suck you 
into them and grind 
you to bits. Take your 
time to get past these 
obstacles. If you rush, 
you'll be toad-ally dead. 


LEVEL NINE: TERRA TUBES 


Area 1 


Smash the two rolling 
robots into the roof with 
your attack! 


After the second robot, grab 
onto the propellor stick and 
fly down the shaft. Dodge the 
spikes! Smash the next two 
robots, then follow the water 
up and left. Hitch a ride on 
another prop stick, then move 
to the right. 
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Area 2 


To get through this area, you have to outrun four gears that chase 
you through a series of pipes. The only way to make the best 
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time through the pipes is experience. Unless you know where 
and when the pipes turn, and where there are deadly spikes to 
avoid, you'll die. We’ll tell you that when you come to a pipe in 
your path, you'll have to wait for the gear to open the pipe. 
Sometimes it’s not always best to stay next to the pipe, either! 


Area 3 


Get ready for some serious 
swimming action. Most of this 
Area is underwater! Use the A 
button to paddle. Use the B 
button to attack the sharks and 
electric eels. When you're 
attacking, you stay still in the 
water, so don’t worry about 
floating downward. There’s a 
1-Up to gather along the way. 
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Area 4 

More gears! There are only two of them this time, but you have 
to race underwater to get away from them! Swim like the 
amphibious stud you are to get away from them! 


Area 5 


There’s a 1-Up near 
the start of this Area. 
Grab it and then get 
ready to swim past 
deadly rubber duckies 
and a maze of spikes. 
Try to stay as far away 
RE from the spikes as 
a possible. Otherwise, 
you'll get whacked by 
> SSS) an attacking fish and 
EFL LATE CLE then hit the spikes, 
losing a life. If you don’t end up in a watery grave, you'll make 
it through this Area and into... 


LEVEL TEN: RAT RACE 


Area 1 


The first Rat is easy to defeat. Get past the poison sprayers and 
move down until a starburst starts to form. That’s the Rat, and 
that’s your cue to start running. Now move downward as 
quickly as you can. Fall past the ledges without hitting them, 
and sprint on the long ledges. 


The Rat will gain on you 
during the long ledge 
sections, but you can lose 
him on the falling sections, 
where you fall down 
through the holes in the 
ledges. The faster you get 
through these sections, the 
better you'll do. 
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When you reach a bomb, kick 
it before the Rat touches it. 
When the Rat hits the 
ground, he'll be destroyed. 


Area 2 


The second Rat is faster than the first, but you'll have several 
sections where you can lose him. The moving platform section is 
tricky, but if you stay in roughly the same area of the screen, 
you'll pass through it easily. 


The fastest, meanest Rat. 
You will never be too far 
ahead of him! If he gets 
ahead of you, you're dead. 
Trust us. There’s a trick 
you can use to delay the 
Rat for just a moment. 


If he’s overtaking you near 
the end of a ledge, use the 
Battletoad Butt. 


The Rat will bounce off 
the wall and run the 
wrong way. He won't 
turn around until he 
hits the wall. This 
trick only gains you a 
moment of time. It’s 
best used just before a 
falling section. 
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If you win the third 
race; you'll get a reward for 
your efforts: a battle with 
General Slaughter! There’s 
only one good way to beat 
the fair General. First, use a 
Battletoad Butt to get him 
moving. Then jump over 
him and butt him from 
behind. As you do damage, 
the General will move 
faster and faster. Even- 
tually, he’ll get almost too fast! Keep up your attack until the 
General is demoted to destruction! 


LEVEL ELEVEN: CLINGER-WINGER 


This Level is a huge race against a gigantic energy ball! You'll 
ride a Speed Bike along a road that turns in all directions: up, 
down, left and right. 


Pe 


The energy ball will fall behind in the turns, but will move slightly 
faster than you down the straightaways. Therefore, the cleaner you make 
the turns, the more distance you'll put between you and the energy ball. 


We found this Level almost impossible until we used a joy- 
stick instead of a joypad. The joystick allowed us to make 
“rougher” turns and get away with it, while the joypad was just 
too small for us to make the turns. We'd always stall out with the 
pad and die. If you’ve got a joystick, try it. You may be surprised. 
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When you finish 
the race, the energy 
ball will start to float 
around in a large 
circle. Use the Battle- 
toad Butt to hit the 
energy ball when it 
floats low. The energy 
ball will get faster as 
you do more damage, 
then it will start to 
bounce! At this point, 
switch your mode of 
attack and use a series of punches to hit the ball when it bounces 
near you. Don’t get flattened! 


LEVEL TWELVE: THE REVOLUTION 


Area 1 


Wait for Hornhead to get far 
away from you, then press the B 
button to yank the pole out of the 
tower and arm yourself with it. 


Whack Hornhead three times to 
get rid of him. Watch his jumps to 
see how far he goes with each 
jump. That way, you'll know how 
close (or not-so-close) you can get 
to Hornhead. 


Hop up the brown platforms and then jump quickly over 
the yellow spikeball! The spikeball rotates counterclockwise, so 
run in that direction to see the ball coming. Hop up the green 
disappearing platforms (while they’re not disappearing, of 
course) to the next level. This time, the spikeball rotates 
clockwise, so run that way to the yellow platforms. These 
yellow platforms sink when you jump onto them, so hop 
quickly up to the third platform, hop up and down while wait- 
ing for the green platform to appear, and then use it to hop up 
to the next ledge. 
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Now you'll have to use 
spring platforms to bounce 
upward. Make sure to 
bounce as far up as 
possible to reach the next 
platform (or ledge). These 
platforms aren't too tricky, 
but be careful! 


A gross green 
flying slimebag will 
soar into the scene 
just before the first 
checkpoint. If you 
still have the pole, 
jump up and nail the 
bag in the air. With- 
out the pole, you'll 
need to wait for the 
bag to attack you, 
and then use your 
si SME SE Battletoad Butt. 


Area 2 


Bounce off the spring and a hungry Hornhead will appear! When 
his mouth is open, he can swallow you up with a single gulp. 


Keep your distance and 
swing with the pole. If 
you're unarmed, jump 
over the Hornhead and 
hit him from behind. 
Three hits will do the job. 
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The green bags have 
turned into red bags in 
this area, and now 
they're exhaling deadly 
gas bubbles. Hit a bubble 
and you're instantly 
dead. Use your wits to 
avoid the bubbles and 
kill the bags. 


Further up in the Area, the platforms will be rotating 
around the tower! Your jumping skills have to be perfect to get 
through here. Since there’s no time limit, be patient and jump 
only when you feel you can make it. 

Before the checkpoint, you'll get blown away by some huge 
monsters that blow on you from the sides of the screen. 
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Most of the attackers here you’ve already faced on this tower. 
The last attacker is the deadliest! The yellow bag will follow you 
relentlessly, trying to blow you off the platforms. Jump up as 
fast as you can to keep away from the yellow bag. When you hit 
the top of the tower, the whole screen will seem to explode! It’s 
time for the final fight with the Dark Queen! See The Secrets if 
you need some help, ‘Toad! 


There will always be 
poles to grab onto 
when these monsters 
attack, so hang on and 
wait for the monster 
to blow and disappear 
before you press B to 
fall off the pole. 
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SHH... THE SECRETS 


Defeating the Dark Queen 


Use the Battletoad Butt 
against the Dark Queen. 
Don’t try to butt her unless 
she’s facing away from 
you or spinning around. If 
you charge her and she 
sees you, she'll give you a 
kneelift and knock you 
out. When she’s spinning, 
aim for her feet! 

When the Dark Queen 
really starts spinning, 
she'll turn into a tornado! 


You can’t butt this tornado, so just stay in one of the corners of the 
screen and avoid it. Eventually, the Dark Queen will slow down and 
then fall back to the ground for a moment before spinning again. 


When you knock out the Dark Queen and she falls off the 
bottom of the screen, move to either side of the screen. The 
Queen will return, but only to lament her defeat. Then sit back 
and enjoy the ending sequence! 


Five Lives 

When starting or continuing the game, hold Down on the 
control pad, along with A and B. Press Start and you'll get five 
lives instead of the usual three. 
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Hidden Warps 
Level 1 

As soon as you land 
on the ground, head- 
butt the left Psyko- 
Pig and then the right 
one as quickly as you 
can. Run to the right. 
If you were quick 
enough, a starburst 
will appear on the 
ledge. Jump into the 
starburst to warp to 
Level 3. 


Level 6 

When the first snake 
in Area 2 starts going 
to the right, leap to 
the right and you'll 
land near a starburst. 
Hit the burst to warp 
to Level 8. 


Battletoads 
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Fly into the tenth 
wall past the Area 6 
checkpoint to warp 
to Level 5. 


CHAPTER 2 


Beetlejuice 


Distributor: Acclaim 
Game Type: Arcade Action 


WHAT’S GOING ON? 


It’s the ghost with the most, Beetlejuice! Let this bio-exorcist take 
care of all your haunting needs. This time, Beetlejuice has been 
called in to scare away the dorky Deetzes. Take control of 
Beetlejuice and help him get into the afterlife! 


PLAYERS 


Beetlejuice is for one player only. 


SCORING 


No points in this game. 
You're just trying to do 
your job and earn your 
entry into the afterlife! 
There are five levels to 
spook through altogether. 


Beetlejuice 


LIVES AND CONTINUES 
You start with three lives. 
Every time you get hit, 
“Beetlejuice” appears on the 
screen. If you get hit three 
times, you lose a life (even 
though you're already 
dead!). Lose all three lives 
and the game is over. You 
can have a maximum of nine 
lives at any time. 

You get three continues. You've got ten seconds to decide 
whether you want to use one. When you continue, you start 
directly where you were when you last died. If you run out of 
continues, it’s back to the beginning! 


CONTROLS 


Move Beetlejuice Stomp (Side View) Jump (Side View) 
Use Scare (Top View) 


Pick Up or Drop Item Pause Game 
(Top View) View Scares 


WEAPONS 


During the game, you can 
buy Scares. These change 
Beetlejuice’s appearance on 
the screen. Each Scare is 
useful against a certain 
type of enemy. 
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Birdman: This makes Beetlejuice jump higher. 

Skeleton: Use this one against Bees. 

Two-Headed Man: A handy Scare to use against the 
Sandworms on Saturn. 

Ogre: Makes you big and bad to fight off Cavern Monsters. 
Ghost: A general Scare. 

Medusa Head: Freezes the floating skulls so you can jump 
on them. 

Umbrella Head: When an octopus is around, call up this Scare. 
Snakeman: The best Scare to use when you want to rack up 
the points. 


SPECIAL ITEMS 

If you want to buy Scares, you have to collect Help Vouchers. 
You get these by stomping, jumping, and shooting your ene- 
mies! Each enemy has a different Voucher value. 


Monster Help Vouchers 
Beetles 10-75 

Whirly Skull 75 

Ghost 10 

Octopus 450 

Fly 75 


You'll also get a massive 450 Help Vouchers when you pick up a 
Poison Bottle. 


FRIENDS 


Being a Bio-Exorcist has a few disadvantages. One of them is 
that you don’t have any friends! 


ENEMIES 
Your enemies are mentioned in the Weapons and Special Items 
sections. Watch out for the sandworms! 


STRATEGY SESSION 


General Strategies 


Open all the doors you see to find Potions, extra lives, and other 
goodies. And collect lots of Help Vouchers. Check out The 
Secrets for a great way to build Help Vouchers. 
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THE VILLAGE 


Section One 

Run to the right and 
jump up to grab the 
key, then go back to the 
front door to open it 
up. It’s showtime! 


Section Two 


Return to the left and catch a ride on 
the cloud elevator. 

Walk right to the second fish- 
bowl. Jump onto the left side of the 
bowl (so you won't get hit by the fish 
leaping out) then jump up onto the 
platform. Make a final leap to hit the 
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Walk to the right. Watch 
out for the lightbeams 
flicking on and off. 
Mucho painful! Next to 
the wall, you'll see a 
switch. Jump up and 
touch the switch. The 
lightbeams will turn off! 


switch. Go to the right 
to find the next cloud 
elevator. 

Check out this big 
bathtub, complete with 
flesh-eating shark! Run 
along the floor next to 
the tub, then jump up to 
hit the switch and run 
off the left side of the 
tub. Hitch a ride on the 
cloud elevator. 
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Hop onto the fishbowl and 
over the torch, then jump up to 
grab the blue object. It’s the 
Handbook for the Recently 
Deceased! Now move to the right 
and trip both switches to make the 
Exit sign appear. Now go through 
the exit! 


Section Three 


Run off the roof and jump to the right, from cloud to cloud. 
You'll reach a quaint house with a door to open! Before you do, 
take a moment or two to stomp the Beetles coming out of the 
hole. Each one you squash adds some Help Vouchers to your 
total. When you've got a good supply, go through the door and 
into the Afterlife! 

You should have enough Help Vouchers to buy some of 
everything, but be especially sure to pick up Skeletons. You'll 
need them! When you're done 
shopping, go back outside. 
Walk over to the left hole and 
push Down on the controller 
to enter a hidden chamber! 

Hop onto the ghost’s 
head to beat him, then hop off 
the top of the screen to leave 
the hole. Walk to the right 
and go into the next hole! The 
ghost down here is really 
tough; you’ll need to bounce 


off his head many 
times. When you’ve 
beaten him, jump up 
and out of the hole. 
Change into the 
Skeleton and shoot 
down the beehive. 
Change into the Bird- 


man and use the extra Tea YH 
jumping ability to your Pee Ray Ah rAr rr 
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advantage as you jump to the right. You'll find another beehive. 
Blast it away with the Skeleton scare. Now enter the garage to 
fight a Boss! 

Use the Skeleton Scare again and shoot the boss as fast as 
you can! He’ll only take a few shots before blowing up! 


THE STORM DRAINS 


Jump to the left and land on the dinghy. You'll start floating to 
the left. Jump onto the attacking Bees to buzz them off, but be 
careful that you land back 
on the raft! When you 
come to a brick ledge, 
jump off the dinghy to 
land on the ledge. The 
dinghy will stay put until 
you jump onto it again. 
There’s an octopus 
blocking your way up- 
ward, so use the Skeleton 


to shoot him out of his cage. 
Now you can jump up. Move to 
the left. Jump over the frog and 
pause at the beetle holes to do 
some squishing, then walk left 
and go into the door to the 
Afterlife. It’s the blue door with 
the grating. Buy yourself some 
Extra Lives! Then return to your 
dinghy and start going to the 
left again. 

until you reach the brick ledges 


you get to them. Jump off the dinghy and jump upward again. 
Go into the Afterlife and scoop 
up some Ogres. 

Return outside and work 
your way up the ledges. Use a 
few of your Scares to clear the 
way. When you reach the next 
Afterlife location, buy some 
Umbrella Heads and Extra 
Lives. Go outside again. From 
here, there’s not too much else 
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THE MAITLANDS’ 
HOUSE 


Section One 

Search all of the crates to 
find Poison Bottles. Watch 
out for the floating knives! 
You'll find the door to the 
North. Go through the 
door to enter the next part 
of the house! 


Section Two 


to say. Just work your way 
along the top of the level, 
moving to the right. You'll 
eventually see a door with 
two very evil eyes staring 
out at you! Go into this 
door to face the next Boss! 

Call upon the Ogre 
scare to take out this 
football kicker. Get right in 
there and spit away until 
he blows! No problem! 


When you appear, walk to the West. Go through the door and 
open the single crate behind it for a key. Now you can open the 
door to the North! You'll find some more crates to check out. 
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When you’re done rum- 
maging, leave to the North. 
A floating door will 
appear behind you, and it'll 
chase you down, trying to 
hit you! Run as quickly as 
you can through this sec- 
tion. If the door touches you, 
you'll have to fight your way 
through the Sandworms! 
Walk to the East and 
you'll see Barbara Maitland! 
Bump into her to find out 


Beetlejuice 


what to do next—track down the Book for the Recently 
Deceased. You'll find it North and East. Pick it up and return to 
Barbara. Drop it and she'll move out of the way, so you can pass 
by to the next section! 


In this area, walk through the weird- 
looking door to warp to another 
place! Search the crates in the area 
for goodies, then walk through the 
warped door to return to your 
starting point. Move East and 
through the door. 


Grab the hammer on the carpet and throw it to destroy 
Delia’s sculptures. When they’re all gone, you can go through 
the door to the North. In this scrolling section, walk along the 
path on the left to speed your way to the door. 

Okay, now what? Walk North and kill the creature next to 
the toilet to get yourself a paper roll. Pick it up and then use it on 
the monster to the West to open the pathway leading out of here! 


Section Three 


Walk North until you 
find the brick. You won't 
see it until you walk 
onto the place where’s it 
located. Try the part of 
the floor that leads East 
and North into nothing! 
Grab the brick and use 
the weird door to warp 
across to the crate with 
the key inside. Get your 
key, warp back, and go 
through the door. 

It’s another fast-scrolling section! Stay to the left and run 
like heck to make it through. Walk West and pick up the fire 
extinguisher. Use it to douse the flames in the weird door, then 
walk through the door. Pick up Otho’s spray can and the fly 
swatter, then return through the door. 
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mE i Walk East and 
£ you'll find Otho block- 
E ing your way. Use the 


spray can and he'll get 
out of your way! Walk 
into the next area. Use 
the fly swatter to hit all 
the bugs, and avoid 
the floating door! 
When all the bugs are 
squashed, you can run 
to the next area. 

Go through the weird door to find the rubber duck, then go 
through again and give the duck to Charles. He'll get out of the 
way. Now you'll have to run through a series of scrolling areas. 
You'll have to grab keys out of the crates for some of them, so be 
quick about it! It may take you several tries before you get the 
timing just right. 

The next person in your way is Delia. Find the mouse to the 
East of Delia and use it to scare her out of the way! Run through 
the fast-scrolling area to reach 
another normal area. Find the 
wedding ring by using the weird 
doors, then give the ring to Lydia 
to make her move. 

Grab the pair of glasses 
behind her, then go through the 
door to the North. Bump into the 
green table on the blue carpet and 
you're into... 


THE MODEL GRAVEYARD 
Drop down to the maze of 
grassy platforms and start 
heading to the right. Along the 
way, you'll have to make a 
tricky jump with a moving 
cloud platform. Keep going 
until you reach a red door. Yup, 
it’s the Afterlife shop! Buy some 
Spooksheets and other Scares! 
Return to the Graveyard 
and jump upward to find a 
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purple tower. Go inside. Start jumping upward on the purple 
ledges. You have to reach the top of the tower to find what you 
need, a box of chalk! Once you've got the chalk, jump over to 
the right and exit through the portcullis. 

Use a Birdman Scare 
to get extra jumping 
ability as you move along 
the maze of platforms. 
The next Afterlife shop 
you find has the Snake- 
man, Two-Headed Man, 
and Umbrella Head for 
sale. Buy a few of each! 

From here, just keep 
going to the right until 
you reach another pur- 
ple tower. If you’re too 
high to see the door, you have to go down some more. When 
you spot the portcullis, go inside to fight another Boss! Use the 
Skeleton Scare and shoot the hooded ghost in the face. You'll 
need a lot of Scares to finish the job. Just stay far away from the 
ghosts’ electric beams and you'll be okay! 
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THE ATTIC 


You're back in the Attic! Walk North and give Adam his glasses 
to pass. You'll find yourself in an area with tons of weird doors! 
Beetlejuice won't leave this area until he does some scaring. To 
make things worse, there’s a floating door chasing you all over 
the place! 

Find the area with 
the ghosts floating 
around. Scare them to 
death, and then use the 
doors. Look for a regu- 
lar door with a crate 
behind it. It’s the key 
that you need! With the 
key, look for the door 
with the brick wall! 
Unlock the door and 
walk up to the wall. Use 
the chalk and you're off 
to the last level! 
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JUNO’S WAITING ROOM 
Use a Snakeman Scare right at 
the start of the level. Run to the 
right, staying on the lower 


platforms, to find ticket num- 
ber 1. Then move farther right, 
up, and left to snag ticket 2. 


Run all the way to the left, then 
jump up to the next level and 
run to the right. You'll spot (and 
hopefully take!) ticket 3. 


Ticket 4 is back to the left. 
Jump up to find it. Now jour- 
ney to the right again to find 


number 5 (it’s past a group of 
three frogs). Only one number 


to go! To get it, jump way up to 
the top of the level, onto the 
cloud platforms. Move around 
until you find ticket 6. 
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You’re ready to leave! 
Walk to the right and drop 
down about one level. 


At the right side of the level, 
you'll see the exit. Go inside and 
watch what Beetlejuice does! 


SHH... THE SECRETS 
Collecting Help Vouchers 
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If you have patience, you can 
rack up astronomical levels of 
Help Vouchers. All you need is 
a rapid-fire controller! Find a 
hole that Beetles are coming out 
of, put Beetlejuice next to the 
hole, and start him stomping. 
Then tape down the fire button! 
The rapid-fire function should 
make Beetlejuice stomp repeat- 
edly, squashing bugs and 
slowly racking up the Vouchers. 


If you leave the game going for about an hour or so, you'll have 
a juicy amount of Vouchers to buy stuff with. And best of all, 
you can use this trick next to any beetle hole in the game! 


Defeating the Sandworms 


Use your Two-Headed 
Man Scare and work 
your way to the right 
until you spot the door. 
When you exit the door, 
you'll go back to where 
you were yanked out of 
the level! 


41 


CHAPTER 3 


Bill and Ted’s 
Excellent Video 
Game Adventure 


Distributor: LIN 
Game Type: Arcade Adventure 


WHAT’S GOING ON? 


In our time, Bill and Ted are just two dudes looking for excellent 
times and awesome guitars. In the future, they'll rock the world 
into a state of peace and happi- 
ness with their band, the Wyld 
Stallyns. But time-travelling 
rebels have most heinously 
undone the fabric of time and 
scattered Historical Dudes and 
Babes into incorrect eras. Be 
excellent and restore them to 
their rightful times! 
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PLAYERS 
Bill and Ted’s Excellent Adventure is for one dude or babe only. 


SCORING 


There are six levels in the game. In each level, you have to take 
the Historical Dudes or Babes out of their incorrect times. There 
are five different eras to explore: Ancient World, Medieval 
World, Modern World, U.S. Revolution World, and Western 
World. The lower levels only require you to find a single Dude 
or Babe, but the higher levels make you track down several. 


LIVES AND CONTINUES 


You don’t die in the game, but you can 
fail the adventure by being thrown into 
jail too much. You need Keys to get out 
of jail, and if you run out of Keys, the 
game is over! You start each level with 
eight Keys, and you can collect more 
during the game. 

You get a password for each new level, adh you can use that 
password to start on that level. Check the last page of the 
Historical Phone Book to get the password. 


CONTROLS 


Move Bill and Ted Throw Object Jump 
Speak Select Phrase 


Object Screen 
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WEAPONS 


Your Weapons are called Good Stuff. There are four types of 
Good Stuff in the game. 


Throw a Pudding Cup and the locals will chase it down to 
scarf it up! 

The Fire Cracker will scare the locals off. You can even toast 
a local if you throw the Cracker close enough to him! 

The Highly Dangerous Text Book is most devastating! 
Throw it and every local on the screen will disappear! 

The Boombox will cause the locals to boogie down for a short 
time. When they stop dancing, they'll all start chasing you! 


SPECIAL ITEMS 


Here’s the deal, most excellent reader. There are 16 different 
pieces of Historical Bait. In every new World, you have to find 
four pieces of Bait, then find the Historical Dude or Babe and 
give them the right piece of Bait. The Secrets tells you which Bait 
to give to which Dude or Babe! 

There’s another most crucial Special Item, your supply of 
Coins. When you dial up a new World, you have to travel 
through the Circuits of Time to get there. Depending on how 
you route yourself through the Circuits, this can take a lot of 
Coins to complete the call. If you run out of Coins trying to 
place a call, you'll be sent back to the last World you were at. 
You can earn Coins on the horse and canoe, or by talking to 
Standing Dudes. 


FRIENDS 


There are 16 Historical Dudes and Babes to rescue. When you've 
found the four pieces of Bait in a World, find the Dude or Babe 
and give them the right 
piece of Bait. If you give 
them the wrong piece of 
Bait, you'll be thrown 
into jail and you'll have 
to find them again! 
There are also sev- 
eral people in each m 
World that you'll find in No UAY 
buildings. By saying the |/$6ur"stws" Bou 
right things to them, |l 
they'll give you clues to 
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the locations of the Historical Bait and Historical Dudes. Saying 
the wrong things will get you booted out onto the street, where 
you'll be chased by Jailer Dudes! 


ENEMIES 


Each World has lots of people that you'll encounter. They fall 
into three categories. 


Standing Dudes just stand on the pathways. Bump into 
them and they'll talk to you, sometimes giving you clues, 
sometimes giving you Good Stuff, and sometimes being 
most heinous to you. After you bump into a Standing Dude, 
he becomes a Walking Dude. 

Walking Dudes walk slowly down the pathways, not 
paying much attention to where remeg re going. If you bump 
into a Walking Dude, 
he'll take one of your 
Coins. If you don’t 
have any Coins, he'll 
throw you into jail! 
Jailer Dudes run 
down the pathways, 
chasing you with 
their arms out- | ULE*HaSe voU LotkeB Ge Fo" OF 
stretched. If a Jailer 

Dude catches you, you get thrown into the slammer. These 
are the guys to use your Good Stuff against. 


STRATEGY SESSION 


General Strategies 


Bill and Ted’s Excellent Adventure is fun, but once you figure 
out where the Historical Bait in each World is hidden, the game 
is totally easy to beat. Because of this, we’ve placed our maps 
into The Secrets. These maps shows you EXACTLY where to 
find the Historical Bait and Historical Dudes. Wait until you're 
most puzzled before you use the giveaway maps. 

Your excellent adventure can be a frustrating adventure 
unless you understand exactly what you have to do, so here’s 
a recap: 


1. Travel through the Circuits of Time. 
2. Find the four pieces of Historical Bait. 
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3. Find the Historical Dude or Babe and give them the correct 
piece of Bait. 

4. Travel through the Circuits of Time again to take them back to 
their time. 

You have to find ALL FOUR pieces of Bait before the Dude or 

Babe will show up. When they do show up, it could be in any 

one of four different locations. You'll just have to check them all 

until you find who you're looking for! 


THE CIRCUITS OF TIME 


You should never 
need to use more 
than four or five 
Coins when mak- 
ing a call. Keep 
shooting the phone 
booth to the right 
side of the screen, 
past the numbers 
and skulls. 

On the higher 
levels, the final 
phone number will 
be hidden in one 
of two purple 
skulls on the right side of the screen. Shoot the booth at both 
skulls and one of them will turn into the final number. Then 
shoot the booth at the final number to complete your call. 


GOOD STUFF AND JAILER DUDES 


What you use depends on how many Jailer Dudes are chasing 
you. If you've only got one guy on your tail, use a Pudding Cup 
or Fire Cracker. When you've got a group of Dudes, go with the 
Highly Dangerous Textbook or Boombox. 

Watch out when you use the Boombox. When the tunes stop 
playing, everyone on the screen will turn into a Jailer Dude and 
start chasing you! 

If you’re running low on Good Stuff, or just want to save it, 
you can jump off the pathways, into bushes, trees or whatever. 
The Jailer Dudes can’t come off the pathways, so they won't be 
able to chase you! 
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CANOES AND HORSES 

SS The only time you need to 
5 risk your neck on these 
rides in when you need 
Coins, because when you 
make it all the way 
through, you'll get Coins as 
a reward. 

In the canoe, hold the 
controller Down to keep 
the canoe moving as slowly 
as possible, and steer left or 
right to dodge the rocks. 
When you see little patches 
of bubbles, move over 
them to get Good Stuff. 


On the horse, hold the controller Down to move slowly. When 
you have to jump something in your way, release the 
controller to let the horse ride fast enough to clear the 
obstacle with its jump. 


SHH... THE SECRETS 

Maps 

Okay, dude. You wanted them, you got them. These maps show 
the exact locations of the Historical Bait in each World, the four 
possible locations of the Historical Dudes and Babes, the three 
portal locations, and the jail cell. We've left out the locations of 
hidden Good Stuff (but you can get lots of Good Stuff just by 
talking to the Standing Dudes) and helpful people (with these 
maps, you won't need any clues!). 


47 


Nintendo Games Secrets 3 


ANCIENT WORLD 
Middle Portal 


Dude 
Location 


Dude Location 


Lower 
Portal 


Bait 3 


Dude 
Location 
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MEDIEVAL WORLD 


Dude 
Location 


Bait 1 


Dude Location 


Middle Portal 
Bait 2 


Dude Location 


Jail Bait 4 


Lower Portal 


Dude Location 
Upper Portal 


Bait 3 


Medieval World Bait 2 


Medieval World Bait 3 Medieval World Bait 4 
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MODERN WORLD 


Jail 


Middle Portal 


Dude 
Location 


Dude Location Bait 2 


Dude Location 


Upper Portal 


Bait 3 


Dude Location 


Lower Portal Bait 1 


Modern World Bait 3 Modern World Bait 4 
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U.S. REVOLUTION WORLD 


Dude Location 


Dude A Dude 
Location 


Lower Portal 


Upper Portal 


Dude 
Location 


U.S. Revolution World Bait 1 U.S. Revolution World Bait 2 


U.S. Revolution World Bait 3 U.S. Revolution World Bait 4 
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WESTERN WORLD 


Dude Location 


Upper Portal 


SSS A 
Western World Bait 2 


Western World Bait 3 
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Use The Correct Bait 


Getting tired of not knowing which Bait to use? Let this most 
convenient list show you the way to win. 


Historical Dude or Babe 


Caesar, Julius 
Capone, Al 
Cleopatra 

Columbus, Christopher 
Confucious 

Edison, Thomas 
Elvis 

James, Jesse 

King Arthur 

Monroe, Marilyn 
Rembrandt 

Revere, Paul 

Robin Hood 
Shakespeare, William 
Sitting Bull 
Washington, George 


PASSWORDS 


Historical Bait 


Salad Dressing 
Lawyer Stuff 
Major Credit Card 
Compass 
Fortune Cookie 
Compact Disc 
Tombstone 

Uzi 

Holy Grail 
Rose 

Paint Roller 
Megaphone 
Bag-O-Money 
Stage Prop 
Lawn Chair 
Choppers 


Here are passwords all the way up to Level 4. You should be 
able to conquer the last two levels with ease, and besides, we'd 
be completely spoiling the game by giving EVERYTHING away! 


Level 2: 555-6929 
Level 3: 555-9807 
Level 4: 555-2760 


CHAPTER 4 


Dragon Warrior II 


Distributor: Enix 
Game Type: Role-Playing 


WHAT’S GOING ON? 
Long ago, the descendant of Erdrick defeated the evil 
Dragonlord and restored peace to the Kingdom of Alefgard. He 
married Princess Gwaelin and formed the country of Torland. 
For a hundred years, the land lived in peace. Then Hargon 
the Sorcerer used his magical powers to attack Moonbrooke 
Castle. A lone warrior escaped the Castle and warned the King. 
The King called upon his son to save the land. You are that son, 
a direct descendant of Erdrick, and soon to become the most 
powerful warrior in the land! 


PLAYERS 


Dragon Warrior II is for one player only. 


SCORING 

Although the only way to win the game is to defeat Hargon 
(and the even stronger enemy Malroth), you should keep a close 
eye on your Experience Points and your Gold. Gold lets you buy 
weapons and other useful items. Experience Points determine 
your Level. 
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LIVES AND CONTINUES 


You'll probably die quite a few times when you meet a new, 
more powerful monster and you get all your Hit Points wiped 
out. You'll lose half your Gold, but the King has the power to 
restore your life, so you can never die. 

The only real death is if you don’t take care of the Game 
Pak. As with any battery backup game, always press the Reset 
and Power buttons together. Don’t just turn off the power. If you 
get killed and you want to hold on to your Gold, Reset the 
game, and you'll begin where you last saved it. 


Directional Movement Close Window Open Window 
Select Options Cancel Selection Make Selection 


Pause 


Dragon Warrior II uses a menu system that lets you choose the 
action your character will take. Use the A button to open the 
Command Window and to choose an item. Use the B button to 
close a menu or to back out of a decision. Use the Directional 
Pad to select choices on the menu. 


The Command Window 


Talk: Use to converse with people you meet in towns, shops, 
castles and caves. Won’t work with monsters. 

Status: Check your strength, maximum Hit Points, and other 
statistics (along with weapons and armor currently in use). 
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Search: Don’t search everywhere, but when a clue has led you to 
a place, use the Search command to find the item there. 

Spell: Open the Spell menu. Choose the spell you want. 

Item: Open the Item menu. Choose the item you want. 

Equip: Use to equip your characters with weapons and armor. 


The Fight Window 


Fight: Use your weapon against the enemy. 

Run: Run away from the encounter. 

Parry: Go on guard to reduce damage taken from monster 
attacks. 

Spell: Choose a spell. 


WEAPONS 


Weapons and armor will occupy your thoughts throughout this 
game. It seem that you always need a better item to hold your 
own against the newest monsters you encounter. Fortunately, 
new weapons become available as you need them. 


A—Prince of Midenhall (That’s you!) 
B—Prince of Cannock 
C—Princess of Moonbrooke 


Where Who 
Weapon Price Found? Strength Can Use? 
Bamboo Stick None By defeating 2 A,B,C 
Magician 
Club 60 Leftwyne 8 A,B 
Copper Sword 100 Leftwyne, 10 A,B 
Hamlin 
Magic Knife 200 Leftwyne 12 A,B,C 
Chain Sickle 390 Leftwyne, 15 A,B 
Hamlin 
Iron Spear 770 Hamlin 20 A,B 
Broad Sword 1500 Tantegel, 30 A 
Lianport, 
Hamlin, 
Osterfair 
Giant Hammer 4000 Tantegel, 35 A 
Beran, 
Wellgarth, 
Osterfair 
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Dragon Killer 8000 Beran, 


Wellgarth, 
Osterfair, 50 A 
Tuhn 
Light Sword 16000 Wellgarth 65 A 
Falcon Sword 25000 Tuhn 5 A,B 
Sword of Erdrick None Hidden Chest 40 A 
Wizard’s Wand 2500 Lianport, 10 A,B,C 
Beran, 
Tuhn 
Staff of Thunder None By defeating 15 A,B,C 
Evil Clown 
Thunder Sword None Hidden Chest in 80 A 
the Rhone Cave 
Sword of None Hidden Chests 93 
Destruction of Green Dragon, 
Giant, Atlas 
Where Who 
Armor Price Found? Strength Can Use? 
Clothes None Nowhere 2 A,B,C 
Leather Armor None Nowhere 6 A,B 
Chain Mail 480 Hamlin, 12 A,B 
Leftwyne 
Clothes Hiding 1250 Lianport, 20 A,B,C 
Tantegel, 
Osterfair 
Full Plate Armor 1000 Hamlin, Lianport 25 A 
Magic Armor 4300 Osterfair, Tuhn 25 A,B 
Mink Coat 65000 Wellgarth 30 A,B,C 
Armor of Gaia None Master of Weapon 35 A : 
Store in Osterfair 
Armor of Erdrick None Hidden Chest in 40 A 
the Rhone Cave 
Gremlin’s Armor None Hidden Chest 50 A,B 
of Gold 
Batboon 
Water Flying Cloth None Don Mahone 35 A,B,C 
in Tuhn 
Leather Shield 90 Leftwyne 4 A,B 
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Steel Shield 2000 Hamlin, 10 A 
Lianport, 
Tantegel, 
Beran 


Shield of Strength 21500 Beran, 18 A,B 
Wellgarth, 
Tuhn 


Shield of Erdrick None Hidden Chestin 20 A 
Cannock Castle 


Evil Shield None Hidden Chest 10 A 
guarded by 
Mega Knight 

Iron Helmet 3150 Tantegel, Beran, 6 A 
Wellgarth, 
Osterfair 


Helmet of Erdrick None Find in Midenhall. 20 A 


Use at Monolith 
of Alefgard 


Here’s a rundown of the magical spells you'll be casting in 
the game. 


Spell Caster Level MP Effect 

Firebal B 3 2 Causes 15-25 HP dam- 
age to one enemy. 

Infernos È 4 4 Damages all mon- 
sters in a group. 

Firebane B 18 4 Causes 30-50 HP dam- 
age to all monsters 
in one group. 

Defeat B 23 4 Powerful against 
weak groups, not 
strong individuals. 

Explodet € 19 8 Causes 50-80 HP 


damage to all mon- 
sters in one group. 


Sacrifice B 28 i Caster dies, but all 
attacking monsters 
die also. 

Sleep (E 2 2 Puts groups of 


enemies to sleep. 


Dragon Warrior II 


Stopspell B 8 3 Neutralizes enemies’ 
spells. 

Surround g 6 2 Creates illusions that 
confuse enemies. 

Defence G 10 2 Lowers the defense 
strength of enemies. 

Increase B 20 2 Increases your defense. 

Stepguard B/C 17,21 4 Protects the party 
from deadly barriers. 

Heal B 1 3 Restore up to 20 HP. 

Antidote B,C 6,12 3 Neutralize poison. 

Healmore B,C 14,1 5 Restore up to 50 HP. 

Healall € 15 8 Restore all HP. 

Revive B 25 15 Resurrect character. 

Outside B,C 12,17 6 Get out of a maze. 

Return B 10 6 Return to last save» 
location. 

Repel C 8 2 Works like Fairy Water. 

Open C 23 2 Replaces most keys. 

Chance G 25 15,12 Random spell. Its re- 
sults are unpredictable. 
Costs 12 MP at sea. 

SPECIAL ITEMS 

You'll need more than weapons and armor. There are a few 

additional items that you'll find useful. 

Item Function 

Medical Herb Restores some HP. 

Antidote Herb Poison remedy. 

Fairy Water Wards off weak enemies. 

Wing of the Wyvern Warp to last save location. 

Dragon’s Bane Wards off monster spells. 

Golden Key Opens certain doors. 

Silver Key Opens certain doors. 

Watergate Key Opens Watergate of Tuhn. 
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Jailor’s Key 
Lottery Ticket 
Golden Card 
Wizard’s Ring 
Mirror of Ra 


Cloak of Wind 
Treasures 
Echoing Flute 
Leaf of World Tree 
Magic Loom 
Dew’s Yarn 
Token of Erdrick 
Moon Fragment 
Star Crest 

Moon Crest 

Sun Crest 

Water Crest 

Life Crest 

Eye of Malroth 


Charm of Rubiss 
Gremlin’s Tail 
Mysterious Hat 
Dragon’s Potion 


FRIENDS 
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Opens prison doors. 

Enters you into a contest. 

Gives you 25% discount on all items in shops. 
Restores MP. Tends to break after too many uses. 


Shows the true form of a creature. Has a 
specific use. 


Jump from towers and survive. 

Trade Merchant of Lianport for Echoing Flute. 
Use to help locate the crests. 

Resurrects dead characters. 

Turns Dew’s Yarn into Water Flying Cloth. 
Turned into Water Flying Cloth. 

Trade for the Helmet of Erdrick. 

Fills the shoal of the Sea Cave so a ship can pass. 
One of the five crests. 

One of the five crests. 

One of the five crests. 

One of the five crests. 

One of the five crests. 


Opens the mountains west of the Monolith 
south of Rhone. 


Eliminates the illusions in Hargon’s Castle. 
Cursed! Leave it alone. 

Increases your defensive strength slightly. 
Save the game at any time. 


There are three characters in the game: the Prince of Midenhall 
(you), the Prince of Cannock, and the Princess of Moonbrooke. 


The Prince of Midenhall is the best fighter, but can’t cast 


any magic spells. 


The Prince of Cannock is average at fighting and magic. 
The Princess of Moonbrooke is a weak fighter, but she’s the 
best magic-user. By the way, the Princess is a little 
undecided about her name. She can have one of thousands 
of names. So if your character’s name is different from ours, 
don’t worry. She’s still the Princess. 
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ENEMIES 

You'll face a wide variety of enemies. We've listed them here in 
alphabetical order. Look for the creatures you're fighting and 
find out what you're up against! 


Monster MaxHP Gold Experience 
Army Ant 12 2 4 
Attackbot 120 120 723 
Babble 13 4 8 
Baboon 40 45 20 
Basilisk 38 58 41 
Berserker 88 123 117 
Big Cobra 14 9 9 
Big Rat 16 5 7 
Big Slug 8 3 2 
Bilzzard 90 113 453 
Bullwog 210 110 872 
Carnivog 32 16 29 
Centipod 21 30 14 
Cyclops 115 99 327 
Dark Eye 67 81 93 
Demighost 48 50 44 
Dragon Fly 40 43 59 
Drakee 9 3 3 
Enchanter 40 30 37 
Evil Clown 67 48 84 
Evil Eye 50 25 92 
Evil Tree 63 45 67 
Flame 55 101 245 
Gargoyle 60 95 71 
Gas 50 30 39 
Ghost Mouse 12 6 6 
Ghost Rat 25 15 23 
Ghoul 80 100 61 
Giant 155 95 515 
Gold Batboon 112 100 396 
Gold Orc 100 255 63 
Goopi 50 28 25 
Gorgon 26 30 50 
Graboopi 60 30 38 
Green Dragon 95 147 350 
Gremlin 60 23 52 
Hargon’s Knight 80 135 201 
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Hawk Man 60 45 64 
Healer 25 5 15 
Hibabango 60 83 81 
Hork 95 51 61 
Hunter 65 45 67 
Iron Ant 5 4 2 
Lizard Fly 15 12 27 
Mace Master 158 100 617 
Magic Ant 14 8 18 
Magic Baboon 45 45 40 
Magic Vampirus 65 103 182 
Magician 15 10 10 
Magidrakee 12 10 12 
Man O’ War 20 50 25 
Medusa Ball 42 29 36 
Mega Knight 72 80 89 
Megapede 20 25 33 
Metal Babble 35 255 1050 
Metal Hunter 70 150 82 
Metal Slime 6 90 1159 
Mud Man 28 35 32 
Mummy 75: 60 62 
Mummy Man 46 40 44 
Orc 60 50 61 
Orc King 110 135 154 
Ozwarg 69 105 139 
Poison Lily 46 25 31 
Puppet Man 60 100 52 
Saber Lion 80 55 81 
Saber Tiger 25 55 40 
Sea Slug 32 80 34 
Silver Batboon 89 96 271 
Slime 5 2 1 
Smoke 15 40 18 
Sorcerer 55 40 72 
Titan Tree 51 80 50 
Undead 65 40 45 
Vampirus 57 49 85 
Wild Mouse 10 5 5 
Zombie 60 25 40 
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STRATEGY SESSION 


General Strategies 


Always carry some 
Medical Herbs with you. 
They'll keep you strong as 
you explore Alefgard. If 
you die, you'll lose half of 
your Gold. Other useful 
items, at least at first, 
include the Wing of the 
Wyvern and Fairy Water. 

As you raise your Experience Level, start exploring new areas. 
There are certain areas that you can’t survive in until you're stronger. 

When you're in a dangerous area and the enemies are tough, use 
the Run command. Quite often you'll escape trouble that way, and live 
to continue your quest. Eventually, one of your characters will get the 
Sleep spell. It can be very effective on some monsters, and doesn’t cost 
many Magic Points. 

As you talk to people, you'll notice that each new city or castle 
provides new clues. At every point along the way, you'll have new items 
to find or quests to complete. If you aren't strong enough to survive a 
quest or obtain an item, try just “charging up” your character until he 
goes up one or two levels. By that time you may have become stronger. 
Also, keep your characters equipped with the best weapons and armor 
available. It will make a difference. 


arim WALKTHROUGH 


Follow these steps to 
complete the game. 
The best way to play 
is to try to figure out 
what to do next, 
then do it. If you get 
stuck, look through 
these pages, and 
you'll find the 


answers you need. 
thou seeking 


‘art the 
Prince of Cannock?’ 
‘Only moments ago he 1. As soon as you're 


was here. 
I think he ss going strong enough’ to 
to Midenhall Castile.’ make the journey 


(maybe Level 3 or 
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so), go West to Leftwyne and get the Leather Shield. You'll get 
some clues there that should set you on the road to to Cannock 
Castle seeking the Prince. There you'll be told he’s traveling to 
the Spring of Bravery. So what are you waiting for (except may- 
be a few more levels of experience)? Go to the Spring of Bravery 
and say Yes when asked of you seek the Prince. Try going back 
to the spring and saying 
No for a pleasant sur- 
prise. Now you've got to 
chase down the Prince 
again. Always just a 
moment too late, aren’t 
you? This time, walk to 
Midenhall Castle, then 
(optionally) Cannock 
Castle, and finally Left- 
wyne to find him. 


2. Travel to the 
Monolith south of 
Midenhall. Talk to the 
wise man to learn 
about the Golden and 
Silver Keys. Then go 
to the Lake Cave 
West of Cannock and 
look around for the 
Silver Key. It’s not 
hard to find. 


3. Equip the party with better equipment at Hamlin, then head 
for Moonbrooke Castle. Talk to the flames (which are really the 
souls of the dead), 
then return to 
Hamlin. Check out 
the dog. It seems to 
like you, doesn’t 
it? No time for the 
mutt just now, 
the mirror though. You’ve got 

ba the to head for the four 
bridges and walk 
into the small 


Princess 
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pond (or swamp or whatever it is). Search the pond for the 
Mirror of Ra. Return to Hamlin and show the mirror to the dog 
(Use the Mirror). Cool. It’s the Princess. 


4. Use the outside stairs on the Wind Tower. You'll be trying to 
get to a special room on the 2nd floor. One trick on the 4th floor 
is to take the first set of stairs on the left, not the second. You'll 
soon find the Wind Cloak. 


5. Walk over the desert to 
Dragon’s Horn. You'll need to 
be pretty powerful by now as 
the enemies you meet ar 
stronger and plenty numerous. 
Use the Wind Cloak to leap 
from the north end of the top 


Seeing a treasure 
Ti Chest, MAX Opened it. 


of the Horn. You'll land And there max ca 
on the other side of the EFi reor ia Sak 


waterway. From there, go 

Northeast to Lianport and 

E ‘ rescue the old man’s 

an SS os a daughter from the evil 

Thou hash saved me Gremlins. You'll receive 

the ship as a reward. Talk 

to the merchant behind the 

silver door, then set sail for 
Tantegel Castle. 


6. Go to Charlock Castle. Get 
Erdrick’s Sword in the 
dungeon, then talk to the 
Dragonlord for a hint. To find 
the sword, look for a wall 
shaped like a W and take the 
lower stairway. After you get 
the sword, return to that place 
and take the upper stairway to 
get into the Castle and talk to 
the Dragonlord’s heir. If you 
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played the original Dragon 
Warrior, you'll recognize 
this maze. With sword 
equipped, sail out into the 
dove overboard sea North of Lianport. You 
should see a round white 
area in the ocean. Search 
this Island Shoal for the 
= Treasure. Return the 
Treasures to the Merchant of Lianport and get the Echoing Flute 
in exchange. 


7. Look for the World 
Tree Island. Search the 
tree in the middle of the 
island for the World Tree 
Leaf. You can use this 
Leaf to revive dead 
characters. You can only 
carry one Leaf, but if 
you use the Leaf, return 
to the island and Search 
to get another one. 


8. Sail to Zahan. Talk to the people 
and follow the dog. He’s leading 
you to something important. If 


you're strong enough at 
this point, walk through 


the damage area and walk to the 
upper-left room to get the Magic 
Loom. If you aren’t strong enough, 
just come back later. Remember, 
you can use your heal spells along 
the way. 
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Medical 9. Go to Wellgarth and use 
angsdote the Golden Key to get in. 
ies Talk to the Merchant and 
buy the item that has no 
name (it’s the blank space 
on the list). You’ll need at 


What dost thou want?’ 


least 2,000 Gold to buy it. This 
unnamed item is the Jailor’s Key. 
Go to the empty cell in the upper- 
right corner and find the secret 
door to the right. Walk right 
through the wall there and you'll 
find Roge Fastfinger. 


10. Go back to the 
Dragon’s Horn and 
find your way to the 
3rd floor of the North 
tower. Search the 
North side of the 
floor for Dew’s Yarn. 
Take the Yarn and the 

Magic Loom to Tuhn. wee Tenien 
Give the items to Don 
Mahone, then open 
the Water Gate. Return to Don for the Water Flying Cloth and 
equip the Princess with it. If you want, you can get the Yarn and 
Loom a second time to make a Water Flying Cloth for the Prince 
of Cannock. It’s a powerful protector. 


11. Go to the Moon Tower and look for the Moon Fragment. 
Refer to the map and use the stairs in this order: 1, 7, 9, 12, 11, 
10, 8, 5. (See the maps at the end of the chapter!) 


12. Go to Osterfair Castle. Fight the tiger in the cage to the left of 
the King. You'll receive the Moon Crest. If you can find the 
Weapons Shop, you may also find the Armor of Gaia, even 
though it’s not for sale. 
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13. Go to the Fire Mono- 
lith (look for three 
whirlpools and burning 
fire) and search outside 
to find the Sun Crest. 


14. Get the Water Crest 
in Hamlin. Use the 
Golden Key to go down 
the stairs. Fight the two 
men in the jail cell. 


15. Go to the top floor of the Lighthouse and battle the monsters 
to earn the Star Crest. Start with lower-left stairs on the 1st floor; 
on 3rd floor use the doorway. The rest is easy. 


16. Go to the Sea Cave and find 
the Eye of Malroth on the 5th 
floor. Use the stairs marked 1-4. 


17. Go to Beran. Find the 
secret door above the Heal- 
er and walk into the whirl- 
pool. You'll be taken to the 


use the Eye of Malroth on the moun- 
tains to find the Cave of Rhone. 
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18. In the Cave of Rhone, first use the stairs in the Southeast 
corner of Floor 1. Then go East and South to find a stairway to 
the 3rd Floor. Then follow the map at the end of the chapter. 
You'll find Erdrick's Armor. Then find your way to the 4th floor 
and drop down the pit in the lower-left corner. Get the Thunder 
Sword. Drop down the pit nearby and make it to the 6th floor to 
find the exit. 


19. Go to the Castle of Hargon. 
When you walk inside, it will 
have the same floor plan as 
Midenhall Castle. Use the 
Charm of Rubiss to get rid of the 
illusion. You may need to stay at 


the Inn first. The Inn is genuine. Sas 
= PML 
A Ss: 


The healer and everyone else 
isn’t. Walk North and use the 
Jailor and Golden Keys to get to 
the small square (see the map). 
Stand on the square and use the 
Eye of Malroth. 


20. Find your way to Hargon. Along the way, you'll battle three 
massive monsters. 


Atlas: You should use weapons. The Prince 
should use Parry, but cast Increase every third 
round or so to boost the party's attacks, and 
Healmore if anyone’s running low on HP. The 
Princess should use Parry and Healall. 


Bazuzu: You should use weapons. The Prince 
should use Parry and Healmore. The Princess 
should use Explodet and Healall. Stopspell 
doesn't work on Bazuzu. 
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Zarlox: You should use weapons (after all, that’s 
really what you're supposed to do anyway!). The 
Prince should use Increase and Healmore. The 
Princess should use Defence to weaken Zarlox, 
and Healmore (not Healall, since that uses too 
many MP). Zarlox uses the Increase spell to 
boost his defensive power, so keep using Defence. 


Hargon: You should (surprise) use weapons. The 
Prince should use Stopspell to wear Hargon 
down, and Healmore for weak characters. The 
Princess should use Parry and Healall. Stopspell 
won't seem to work at first, but keep trying. 


21. Walk south of 


7A Hargon and you'll be 
1E ES $ 
g= =: surrounded by fireballs. 
yA 
VAi 
VAT 
g=: 
VA 
C= 
= 


wy 


Y 


Yes 


k 
SLEPESPEL 
It’s time for the final battle with 
Malroth! You should use weapons. 
The Prince should use Parry and 
Healmore. The Princess should use 
Defence to weaken Malroth, and Healall. This battle’s tough, so 
hope that you get lucky with some incredible blows to do extra- 


high damage. We were able to defeat Malroth with only two 
characters thanks to incredible blows. 


22. Sail to Midenhall Castle and talk to the King to win the game! 


SHH... THE SECRETS 
Entering The Lottery 


Your best chance to get a Lottery Ticket is to buy five items 
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from a Merchant. Once you have a lottery ticket, you can take 
your chances once, or try a more tricky approach. First save the 
game, then play the Lottery. If you don’t win something useful, 
reset and try again. Try for the Wizard’s Ring (second prize). 
The Gold Card is almost impossible to win, so don’t hold out 
for that. The Wizard’s Ring is worth almost 2,000 Gold, so you 
can sell the Ring, buy 5 Antidotes, and play the Lottery, 
repeating the process to build Gold. This can be very time 
consuming, however, because you may need many tries before 
you win. You may find it just as easy to go out and fight 
monsters to earn gold. On the other hand, you may be lucky 
and win the first time! 


Building Your Gold 
You can defeat the 
Evil Clown beneath 
Midenhall Castle. 
Most of the time he'll 
‘Congratuliatzons/ _ leave behind his 
snow ass tlhe Wizard's Staff. You 
Hazard’s Ringa can sell it for 11,000 
Gold. Save and reset 
the game and you can beat the Clown again and again. You'll 
need all three keys (Silver, Golden, and Jailor) to get to him. 


Removing A Curse 

If you put on a cursed item, you can get the curse removed by a 
healer, or you can get killed and then resurrect yourself. It’s 
possible the cursed item will be gone. Of course you'll lose half 
your gold. This didn’t always work when we tried it. 

By the way, some of the cursed items are pretty powerful. 
The Gremlin’s Armor is very good. And the Sword of 
Destruction, although it will make you unable to attack some- 
times, has a high probability of striking a “Tremendous Blow.” 


Bringing Your Boat 

If you leave the boat somewhere, then save and reset, the boat 
will appear next to the Castle where you saved. We used this 
trick to move the boat from outside the continent into the area of 
Tantegel and Charlock, saving a trip around the continent and 
avoiding lots of encounters. 
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MORE SEA CAVE 


3rd Floor 


2nd Floor 


5th Floor 


4th Floor 
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THE TOWER OF 
Tbe MOON 


This is it! 


1st Floor 


2nd Floor 


3rd Floor 


4th Floor 5th Floor 
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Tbe Cave TO RDONE 


To 5th Floor 


Start here. 


To Erdrick's Armor 


3rd Floor 


Pit leading to Sword 


4th Floor. Climb from 
3rd Floor get Erdrick's 
Armor. 


4th Floor 


Fall down pit to 3rd Floor and get i 
the Sword of Thunder. 
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MORE CAVE TO RDONE 


From 3rd Floor 


Ww Drop down pit to get 
H to 4th Floor. 


5th Floor 


CHAPTER 5 


Faria 


Distributor: Nexoft 
Game Type: RPG 


COPYRIGHT 1989 
GAME ARTS CO..LTD. 
COLON cCO..LTD. 
HI-SCORE MEDIAWORK CORP. 
1990 NEXOFT CORP. 


WHAT’S GOING ON? 


It’s hero time again. The spell has broken and once again the evil 
Wizard roams the land causing mischief. In fact, he’s pretty 
mad. He didn’t like being spellbound. If somebody doesn’t do 
something soon, the kingdom will fall into a time of darkness, 
violence, and misery. Who can save the day? 

The legend states that a foreigner will come to defeat the 
Wizard. It also talks of the Legendary Sword, which can entomb 
the Wizard’s soul. 

And that’s where you come in... 


PLAYERS 


Faria only needs one hero at a time, but up to three can play and 
save different adventures. 


SCORING 


Like any good adventure, you gain experience as you defeat the 
evil monsters and you gain gold as well. But the real score may 
be the satisfaction you receive when you see the smiles on all 
those Farian faces. 
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LIVES AND CONTINUES 


You can continue as many times as you want, but each time you 
continue, you lose half your gold. 


CONTROLS 


Directional Pad Use Special Item Use Sword 
No Button Yes Button 


Select Special Item Menu Key 


WEAPONS 


You start the game without weapons or armor, but you can buy 
it in the stores throughout the land. As you travel, you'll find 
better (and more expensive) items for sale. And remember, you 
can sell any weapon or armor for half its original price. 


Blades 


The Knife is the cheapest and the weakest weapon. 

The Dirk is a little better than the Knife, but costs more. 

The Iron Sword will be your first good sword, but you won't 
be able to afford it at first. 

The Steel Sword is better than the Iron Sword. You'll find it 
first in Highria. 

The Scimitar is a curved slasher, better than the Steel Sword, 
but much more expensive. It’s also available first in Highria. 
The Fire Sword is very expensive, but very powerful. It's in 
Highria as well, but if you’re a skilled swordsman you may 
want to save your money and wait for the next great sword. 
The Muramasa Sword is the ultimate weapon next to the 
Legendary Sword. Its price is going to break your budget, but 
it’s worth it if you can get it. 
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The Legendary Sword is the most awesome sword in Faria, 
but don’t expect to see it until the end. Just do your job, and 
the Legendary Sword will come to you. 


Bows 


The Wood Bow is the first bow you can afford. You'll have to 
buy arrows for it separately, but the long range of the bow is 
often useful. 

The Bamboo Bow is better than the Wood Bow. 

The Iron Bow is still better. 

The Steel Bow is the second best bow around. 

The Cross Bow is the best bow in Faria. You can pick this one 
up just before you go to the final fight. 


Armor 
The Tunic is pretty worthless. Don’t bother with it. 
The Pelt Armor is a little better than the Tunic, but you can 
hold out for the Chain Armor if you can keep your enemies 
from hitting you while you gather the gold you need. 
The Iron Armor is better than the Chain Armor, but isn’t a 
real bargain. 
The Steel Armor is the best armor you can buy. 
The Super Armor is the one you want. If you know where to 
look, you may get this one for a real bargain. 


Shields 
Your first shield will be the Wood Shield. You'll want to get it 
early. 
The Pelt Shield is better than the Wood Shield, but only just. 
The Iron Shield is pretty strong. 
The Steel Shield is the best one you can get. 


Magic 
There are two kinds of magic that you can use as weapons. 
One is called Sede and the other is called Saba. 
Magic Sede sends a pulsing radiation in front of you for a 
limited time. Anything hit by this radiation is damaged. 
Magic Saba sends an expanding circle of energy from you. If 
you're surrounded, this is a good one to use. 


Bombs 


Eventually, you'll have the opportunity to buy some Bombs. These 
have a delayed fuse, something like a grenade. Throw them and then 
get out of the way and hope your enemy blunders into the blast. 
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SPECIAL ITEMS 


There are lots of other items you can buy or find. Unless we tell 
you that an item is good for only one use, it’s something you 
carry with you (like your sword) and it does its job without any 
extra attention from you. 


The Light is an ordinary flashlight. You'll need it to go 
spelunking (in caves). 

The Light wouldn’t be much good without the Battery. Be 
aware. The Battery will wear down the longer it’s used. 
Hyperspeed comes in three versions—Hyperspeed 1, 
Hyperspeed 2, and Hyperspeed 3. The first two are for sale. 
You'll have to find the third. You should always try to have 
the best Hyperspeed you can. It makes you run faster 
through towers and around your enemies. Hyperspeed does 
not wear out. Simply carry it with you and you'll be fast. 

The Flash Ball is very useful. It will let you escape from a 
tower or cave instantly. Good emergency equipment. Good 
for one use only. 

Wings are very useful and you should always have one or 
two. They take you instantly to any town you’ve visited 
before. Good for one use only. 


There are four basic healing medicines—Balm, Salve, Poultice, 
and Elixir. Elixir is the most powerful; Balm the least. Each 
medicine is only good for one use. 

Antidotes cure you of poison, but you shouldn’t need to 
worry about them if you have good armor. One use only. 
Parapo is the medicine to use if you get hit by one of the 
paralysis spells. Actually, you won’t be so much paralyzed as 
completely out of control. You don’t really need this 
medicine, though. The effect of the “paralysis” wears off 
pretty quickly. One use only. 

Shadow is an inexpensive item that lets you be invisible for a 
short time. One use only. 

The Jump Shoes let you jump off the ground. You won't need 
them until the end of the adventure. 

The Ring isn’t for sale, but you will get it eventually. It heals 
you as you walk. Very handy. 

The Magic Glasses are great for seeing the unseen. You'll 
purchase them from a Mad Scientist. 

Jewels don’t do anything, but they’re worth money, if you 
can find someone to buy them. 
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There are lots of other items that you'll encounter along the way, 
but we'll mention them when they come up. None of them are 
for sale. You'll have to earn them or find them. 


THE MENU AND THE ITEM SELECTIONS 


When you press the Start key, you see a menu of items you can 
select. 


Item lets you choose an item to use. 

Drop lets you drop an item. 

Status shows you how your character is doing. The status 
screen is important. Among other things, you can see how 
healthy your character is, how much gold you've gathered, 
and how close you are to reaching a new level. 


T74 
T4 
38 
34 
3 
3 
Fg 


GOLD: 
ARRON: SEDE : 28 
BATTERY : : SABA: o 


Use Equip to make a weapon or piece of armor ready for use. 
Escape lets you get away from an attack. Be aware, however, 
that you may lose something when you use this option. It 
may be some of your gold, or it could be an item you’re 
carrying. For this reason, it’s better to fight it out. 


Items: Bow, Jump Shoes, Sede, Saba, Bomb, Glasses... 
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FRIENDS 


The King is your friend and so is the 
Princess, if you can find her. All the people in 
the towns are friendly, too, and some will 
give you very important information. Be sure 
= to talk to everybody. 
His Royal Highness. There are various kinds of buildings in 
the towns. You'll find the stores where you 
can get items like the Light, the Flash Ball, etc. Also, there are 
weapons shops, healers, magic shops, and even jewelry stores that 
will buy some of the precious items you find. 


ENEMIES 


If your friends are numerous, your enemies are practically 
endless. However, other than the Wizard himself, none of them 
should pose any serious threats. It’s their sheer numbers that 
will wear you down. There are boss characters in the various 
towers, but they aren’t hard to deal with. Just slash away. 


STRATEGY SESSION 


General Strategies 


In Faria, you must follow the clues, so you won't get anywhere 
if you don’t pay attention when people talk to you. Most clues 
lead you directly to the next action you need to take. Sometimes 
the clues refer to something that won’t happen for a while. Just 
keep listening and write down anything you don’t understand. 

Don’t go strolling casually through the woods. The enemies 
you'll meet there are much stronger than those elsewhere. 

Many of your enemies will charge right at you when you 
line up with them. These are the easiest to defeat. Just wait for 
them and get them with your sword as they charge at you. 
Don’t let yourself get surrounded, though. 

If you are being attacked by invisible enemies, remember, 
you can get away from the encounter using the Escape menu 
selection. 

Always carry Wings. They save a lot of time and can get you 
out of a jam fast. For the same reason, carry a Flash Ball at all 
times. Both items are cheap, and worth whatever they cost. 

The swords you buy seem to be pretty much the same. The 
only time they make a difference is when you're fighting a boss 
character. You'll appreciate their extra power then. 
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. Samusa 
. _Karuza 
. Highria 
. Riria 
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A. Geleve Tower 

B. Second Cave 

C. Broww Tower 

D. First Cave 

E. Elephant Grove 

F. Exit 2nd Cave 

G. North Tower 

H. Lizard Man 

I. General Store 

J. Lake of the Goddess 
K. Last Tower 

L. The Last Cave / Last Tower area 
M. The Castle 

N. The Phantom Towers 
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Beginning the Quest 

You start out in Ehdo. The first thing you have to do is spend 
some of the gold you brought with you. You start with 230 gold. 
You have a choice to make here. Spend a little more to buy the 
Dirk, or save your gold and buy the Knife. You'll have to work 
harder in battle with the Knife, but you're going to need a lot of 
money, and it’s hard to come by at this point in the game. You 
may also want to buy the Wood Shield and Hyperspeed 1. Be 
sure to equip knife and shield! 

Once you're ready, head East to the Castle. Stay out of the 
woods, though. Go visit the King and he'll give you some 
information and a small monetary fund—100 gold. 

When you get back from the Castle, first buy a Balm from 
the Healer and get healed. Then go to the Inn and save. Now it’s 
time to go out and earn some money and experience points. It’s 
going to take some time, but you'll have to be patient. If you try 
to go too far too fast, you'll have problems. The game will get 
harder as you explore farther from Ehdo. As you'll gain 
experience levels, you'll also get stronger. 

Watch out for grasshoppers who are fast and random. Also 
watch out for blue guys with eyes. They may need to be hit 
twice. Alligators are tough, but slow. Don’t get hit! Save every so 
often, and whenever you go up a level. Also, stick very close to 
town. Be sure you're lined up with your enemy. If you are at a 
slight angle, they'll hit you and you'll miss. 

By the time 
you've saved up 400 
gold for the Iron 
Sword, you should 
be at Level 3 or 4. 
Remember, too, your 
power bar will get 
longer when you go 
up levels, and you 
will be healed. 

When you get 
the Iron Sword and 
you've gone up a few levels, head North to the bridge and on to 
the city of Samusa. Check out the clues, including the one 
leading to the grove of trees near town, just for fun. 

Save up for a Flash Ball and one or two Balms if you used 
the one you bought earlier. Now leave town and go West, then 
South to find the Geleve Tower. The best time to go is when 
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Bi Boss 


Stairs Down 


Stairs Up 


Chest f t = Statue 


One-way Door aaa e | (Gate 


you're fairly close to going up to a new level. That way, you'll 
get a free healing inside. 


Geleve Tower 

Inside the tower, push 
statue to the right and 
enter the doorway. There 
are three such statues 
hidden in the tower. 
You'll need to push each 
of them in order to solve 
the maze. For now, find 
the chests and get the 
items they contain, 
especially the Pearls. All 
you're after now is 
money. Don’t worry 
about finding the Boss. 
Leave that for later. Once Geleve Tower: Level 1. 
you’ve gotten all the 


goodies, return to 
Samusa and sell the 
Pearls for 90 each. If 
you get in trouble in 
the tower, use the 
Flash Ball to get out. 
Your goal is to get 
rE enough money to buy 


SER PP Chain Armor and 
Look for false walls! Magic Sede in Ehdo, 
and a Bow and Arrows 


Faria 


The First Boss. 


in Samusa. Much of this 
is optional, but you’re 
better off to spend some 
time now, using the 
tower as a place to get 
quick money, than to 
regret it later on. After 
you buy Arrows, be sure 
Geleve Tower: Level 2. to select Items from the 
menu and use the Arrows. This places 
them in your quiver, not in your pack. 
Same for Sede, if you buy extra magic. 

Finally, you'll want to find the 
Boss of the tower and take care of 
him. Follow the map and you'll find 
him waiting. 

When fighting the first Boss, stay 
away from him and stick him with the 
sword. A few hits will kill him and 
you'll be recharged. If he hits you, use 
Balm and continue. He’ll go down 

za] with only a few good stabs. 

After you beat the boss, you'll find the Princess. Take her back 
to the King. After some weird banter between the King and his 
court, you can go back to Ehdo and talk 
to Healer. Buy Wings so you can get 
back to Ehdo when you need to. Now go 
to the port just West of Ehdo and sail 
over to new land. 
Save at the first city, 
Karuza (to the 
southwest). Talk to the townspeople and get 
some good clues, even if you don’t understand 
them all yet. Then head to Highria which is 
northwest. Get healed if necessary and then 
head out for Broww Tower (west, then south). 


The Healer. 
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Broww Tower and the First Cave 


One clue may lead you to explore the small grove of trees near town. 
Check out the lizard creature there, but don’t try to carry on a long 
conversation. His only words of wisdom seem to be 
“Gao...Gao...Gao.” Not much for aeiy repartee, but then, he is a lizard. 

In Broww Tower, go y 
first to the stone. To get 
there, take the stairs 
marked 1 on the map. 
Watch out for blue 
attackers. Use Arrows 
against them. Be careful 
not to fall down the pits on 
the second floor. If you do, 
it won't hurt you, but 
you'll have to climb back up. You can kill your enemies from 
across the gap. 

Find the chests with Garnets and Pearls, but remember, you 
can only carry 12 items at this point. So if you can’t get an item, 
drop something or use a Balm. If you run into invisible enemies in 
a room, try backing out, then going back in again. They may 
change to visible. 

You're not quite ready to tackle the Boss in Broww. Just get 
some jewels and cash, then return to Highria. Before you attack 
the Boss, you need the 
Gold Stone that you'll 
find in the cave you 
passed on the way to 
Highria. You need the 
Light and the Battery, so 
z 5 buy them at a store. If 

Get the Gold Stone in the First Cave. you wish, use Wings to 
go to Karuza, then head North to the cave. Use the Battery just 
before entering the cave. To get the Gold Stone, go North and 
take the first turn to the West. Then turn immediately North 
again and take the second turn West. At the end of the path, go 
South and West, then take the second North. Immediately turn 
West and find the man standing in the middle of the large room. 
Get the stone and either use a Flash Ball to get out or retrace 
your steps. Save the game in Karuza before continuing back to 
Highria and Broww Tower. 

In Broww Tower, you must push the statue first, then figure 
out the complex maze of stairs. To find the Boss, go to the stairs 
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in the Southwest corner, then 
Up two flights. Now head 
North two rooms, then East 
and Down a flight. Go one 
room East and Down again. 
Now go one room East, one 
room South, and find the 
secret passage leading East. 
Take the stairs Up and then 


Broww Tower: Level 1. 


go one room East and one 
room South. Go Up the 
stairs and then head 
North, West, West, North, 
and West. Then you'll be 
in the passageway leading 
to the Boss. 


Find the secret door. 


As soon as Scissor- 
hands appears, use the 
Gold Stone. Then attack the mini-scissors that come at you in 
three waves. If you pick a good spot to stand, you can kill the 
scissors before they get to you. Soon, the boss himself will 
attack. Now just stick and move until you dull his edge. It takes 
longer to kill him with a weaker sword, but you can even do it 


Broww Tower: Level 3. 


89 


Nintendo Games Secrets 3 


Get the mini-scissors; then stick and move until the bladester's scrap. 


with the Iron Sword. You'll have to hit him 16 times, though. 
When the Scissors-man is a pile of rust, you get to collect your 
reward—the Ring! The Ring lets you heal as you move around. 
Very handy. 


Back in Highria, talk to the magician in 
the house with the peaked roof. He'll give 
you the Mysterious Seed. Now you can get 
across the ocean to the = 
south. Head that way 
and find the bridge, use 
the Seed, and continue 
to the next town—Riria 
—where you can get 
the medicine to save the 
people of Ehdo. 


Save the Town 


In Riria you can buy Steel Armor for 2000 and Iron Shield for 
1000. If you have any money left, buy them. Otherwise, you 
might want to save up for some better protection. You can buy 
some great medicines here. First, you can buy a Poultice, which 
heals more than a Salve. More importantly, you can buy the 
Wonder Capsule, which will heal the folks in Ehdo. That’s 
where you need to go now. 

Take the Wonder Capsule to the healer in Ehdo. Now go see 
the King and collect a hefty reward for your services. What’s 
this? The King is turned to stone? Great! So much for royal 
gratitude. Of course, he’s having a rather hard day, too. 

So now you have to take to the road again. The people of 
Ehdo will steer you towards Samusa. Oh well. Here we go 
again. Buy a couple of Wings if you want and use them to save 
travel time. 
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The Second Cave 


In Samusa, you'll get some 
important clues about the 
goddess in the lake, golden 
arrows, and a cave. Follow 
your hunches and find the 
lake, but bring some arrows 
with you (as items, not in the 
quiver). Drop them when § Se 
you're prompted to, and Find the Lake Goddess. 
you'll receive the Golden 

Arrow. When you need it, it will serve you well. Once you've 
gotten the Golden Arrow, head for the cave to the northeast of 
Samusa. Bring two Wings with you if you can, or at least one if 
you can’t carry two. You'll want to use them later. 

In the second cave, you'll face some invisible enemies who 
can really ruin your day. Come with lots of healing potions or be 
prepared to use the “Escape clause” on the menu. Your only 
other option is to flail about until you get them with blind luck. 


Getting to the cave Guardian is 
tricky. He's in the western area of the 
cave, so you'll have to head 


Northwest. When he attacks you, use 
the Golden Arrow, then shoot him 
while avoiding his attack. 


Teodoor 


Once you beat the guardian of the cave, find your way to the 
back exit. Take the Southeastern exit from the room the 
Guardian is guarding, then take the first fork North. This takes 
you to a whole new land. From the exit, you must head North, 
then West. You'll have to be good, though. There are lots of 
invisible nuisances to get by, and they can really mess you up. 
Keep to the Northern part of > = 

the continent until you find 
yourself on a very narrow neck 
of land. Follow the curves of the 
land until you reach the next 
town, Teodoor. Here, the natives 
will ask a favor of you. It’s not a 
difficult task. Just a run-of-the- 
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mill Man-Eating Elephant. Anyway, take the boat to the island 
and dispatch the pugilistic pachyderm, then come back and get 
the Translation Machine so you can talk to the lizard men in the 
town. Perhaps they’ve got some clues. For instance, guess who 
Zelos is. Maybe he’s the lizard you met near Highria. If you still 
have some Wings, you could make a quick trip to Highria and 
find out. (If you have only one Wing, go to Ehdo first and buy 
three of them if you can carry that many then got to Highria. ) 

Good old Zelos. He came ae = 
through with something super, 
didn’t he? Well, now Wing it 
back to Teodoor. If you didn’t 
follow our advice and don’t have 
any Wings left, you’ll have to 
walk back to Ehdo to buy 
another. Still, that’s easier than 
walking back to Teodoor! In any 
case, be sure you have two Wings when you head back there. 
One to get there and one to get back later. You may have to drop 
the Steel Armor somewhere, though it would be better to find a 
place to buy it back from you. Maybe Riria? It’s not too far away. 
By the way, as you go up the levels, you can carry more items. 
Maybe you already noticed that. 

Back in Teodoor, you may not know what to do, so you may 
as well visit Tegza, the other town on this continent. Head across 
the narrow isthmus and then South to Tegza. Here you'll get 
another clue about Zelos, but you don’t need it now. One man 
will give you the Letter of Passage to let you take the boat from 
the port to the East. That will take you to the next city. 

But first, why not check out the weapon shop? Feel like 
saving up for the Muramasa sword? It’s expensive, but it’s the 
most powerful sword you can buy. Also, you can buy the Iron 
Bow here. Then check out the store and get Hyperspeed 2. It’s 
worth it, maybe even more than the sword! And stock up on 
healing medicines. You're going to need them! 

If the sword and other items here are too expensive, there 
will be other opportunities to get money later. Remember, you 
can come back here with the Wings, and you can beat most 
bosses with a lesser sword, it just takes more skill. 


Talk to Zelos. It's worth it. 


The North Tower 


Now head East to the port near the back exit to the second cave. 
Take the boat to yet another continent. This area is really hard. 
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You'll be attacked almost every few steps, and often by spell- 
casting invisible enemies. This is an especially bad section. 

Here's a trick: When you get on a screen with slow enemies, 
kill all but one and then run around, letting the Ring recharge 
you. 

Head South 
and you'll come 
to an area where 
the land splits 
into three paths. 
Take the Eastern 
path and follow 
it basically 
South and East 
until it finally 
loops back West 
and ends at the 
city of Shilf. If 
you make it this 
far, you've got a good chance to make it through the rest of the 
game. Getting here is really hard unless you already know 
where you're going. 

In Shilf, you'll get some clues that don’t mean too much just 
yet, but they'll make more sense in time. Also, you'll pick up the 
Magic Glasses that let you see invisible enemies. Get them, 
whatever else you do. You can also buy Bombs here, though you 
may not use them too often. You may want to buy Jump Shoes. 
You'll need them to complete the quest, though you will have 
another opportunity to buy them later. Also, if you have the 
money, buy the Magic Saba. It’s a useful magic, though it isn’t all 
that effective in most situations. The most important clue for now 
is the one that leads you to the North Tower, your next destination. 

A P Before you tackle 
the North Tower, why 
not cover your bets? 
Use Wings to go back 
to a city that lets you 
save the game. That 
way, if anything 
happens to you, you 
T E cei can start again from 


there and Wing it back 
1 
Watch the damage rooms. They hurt! to. Shil Use Ehdo or 


Which way should I go? 
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another town that has 
both a shop to buy more 
Wings and an Inn. 
Remember to buy two 
Wings, one to get you to 
Shilf, and another to get 
you back to Ehdo or 
somewhere else later on. 

If you head basically 
North from Shilf, you 
should run into the North 
Tower (surprise). It’s at 
the Northeastern corner 
of the continent. 


North Tower: Level 1. 


There are various 
chests in the North Tower. 
If the Muramasa Sword 
was too rich for you, 


ee pec hecre 


member, Flash Balls and rut 
Wings can let you travel 2A t 


quickly from place to 
place. We’ll let you 
explore the chests on your 
own. 


North Tower: Level 3. 


The Boss in the North 
Tower is mean, but easy 
to kill. If you have the 


Faria 


Muramasa sword, you can dispatch him with one or two 
strokes. However, when he first attacks, he comes directly at you 
very quickly. Be sure to heal yourself before you enter his room. 
Then stab him as fast as you can before he can unleash a spell at 
you. Beat him and collect the Sky Shoes as your reward. 


Sky World 
There’s nothing much left to learn in Shilf, so you might as well 
return to Ehdo now and stay at the Inn. Then maybe check in 
with the King to see what is happening. There isn’t much else to 
do at this point. You've got some clues, but you don’t really 
know where they lead. 

Wait a minute. The guards won't let you in? Why would the 
Princess want to keep you out? Well, there’s nothing left to do 
but to find the Sky World. It’s nearby, fortunately. Head South 
into the big grove of trees (the one with the funny mountain 
sticking out of it), and make your way through the maze to the 
lady mentioned in some of the clues. She'll let you up to Sky 
World now that you have the Sky Shoes. To get through the 
forest maze, keep pushing down on the direction pad. If you 
seem to be stuck, push to the side. Your character will 
automatically move through the invisible maze. 

Once you're in the 
Sky World, be careful 
where you step. The white 
areas are the safest. The 
gray and black areas are 
progressively worse since 
the enemies you'll face 
will be tougher. Of course, 
if you step off the clouds 
altogether, you’ll fall to 


the ground and have to 
start over. Don’t worry in 
the battle sequences, 
though. You can’t fall off 
during the battles. 

There’s a castle in the 
Southern portion of the 
Sky World, but where you 
really need to go is to the 
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You mean I'm supposed to jump down one of those holes? 


Northeast section of the Sky World. You need the clue at the 
castle, though. The clue tells you to jump into the narrow hole. 
Then you go to the Northeast and find that there are two narrow 
holes. One in a black cloud and one in a white cloud. You can 
probably guess which one to take, but if you can’t, it’s the white 
one. Drop down through it and you'll get the Magic Rope. Then 
you'll find yourself near Samusa. Might as well head back to 
Ehdo and save the game. 


The Phantom Towers 


Now you may or may not 
remember a clue you got at the 
weapon shop in Riria, but it 
mentioned the Magic Rope and 
the mountains. Time to head back 
to Riria and test the theory on the 
nearby mountains (to the west). 
Just walk up to them and, what’s 
this? You walked right up there, 
didn’t you? 


At the top of the mountain you 
find the town of Zellia. You learn 
why the Princess wouldn’t let you 
in. She’s a fake! Well, now you 
have the Crystal of Truth. And 
what’s this about some Phantom 
Towers? Well, if you had explored 
East of Samusa, you would have 
3 found a ring of towers you 

Use the Crystal... couldn’t enter. That’s where you 

must go now. 

Stand within the ring of towers and use The Crystal. One by 
one, the false towers will disappear. Enter the one that remains. 
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The Phantom Tower can be very 
tricky, but if you know where to go, it’s 
the easiest of all. From the entrance, go 
West, North, North, East, East, and 
North. Now you go straight for the 
Boss. There’s nothing else to do in this 
tower, anyway. 

Give this boss some good whacks, 
avoid his star weapons, and he’s 
history. Then you get to meet the 
genuine Princess. Probably a good time to head back to the 
Castle and see what's up. But maybe you'll want to save again. 
Don’t forget, you have Wings. Don’t you? 


Mr. Wizard 


When you get to the Castle, they will 
let you in. Now you can confront the 
false Princess—really the evil Wizard 
in disguise. He'll decide it’s time to 
take you on, so be ready. Be sure to use 
the Magic Glasses or he'll be invisible. 
Then whack him as usual while 
avoiding his attacks. 

Once you kill him, you’ve won! Or have you? Now you find 
out some more secrets about yourself. Your gender identity is 
certainly confused in this game. Anyway, it seems that the crafty 
Wizard has found another way to threaten Faria, so you'll have 
to go to work again. This time you may not know where to go. 
We'll give you a hint. To the North of the first cave you entered 
is a town in the mountains. It’s called Beig, and it’s your next 
destination. 

In Beig, be sure to buy 
Jump Shoes if you don’t 
already have them. You can 
also buy the Crossbow here. 
It’s the most powerful bow. 
And you can buy 250 arrows 
for only 250 gold. Such a deal. 
Talk to everyone to learn the 
secret of killing the Dragon. 
When you think you're ready, 
head out the back of the town 
and cross the bridges to find 
the entrance to the last cave. 
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Enter (and Exit) the Dragon 


First, make your way 
through the maze of 
caves using the map 
we've provided. Once 
you get through the cave 
maze, you'll enter the 
Final Tower. This one has 
a few tricks, but if you 
can negotiate the rooms 
and their deadly guar- 
dians, you'll finally make 
it to the long hallway 
that leads to the Wizard 
in his dragon guise. 


Last Tower: Level 1. 


Watch out at the end 
of the hallway. You'll 
need the Jump Shoes to 
make it across the gaps. 
Practice jumping and 
controlling the jumps. 
The longer you hold 
down the button, the 
farther you jump. Click 
quickly for the short 
jumps on the slippery 
surfaces in the pit room. 
If you make a mistake, 
you'll fall all the way 
down to the first floor 
Œ F5 Fe FE FO FO FT y= ye 


Last Tower: Level 2. 


and have to make your 
way back up here 
again. And don’t try to 
walk on the slippery 
surfaces. Just make 
small jumps from 


You'll need your Jump 
Shoes here. Control your 
d jumps or you'll go over the 
edge. It's a long way back 

here, if you fall! 
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square to square. If you 
walk, you slide right off. 

Once you make it 
through the pit room, you'll 
meet the Dragon. Be sure to 
keep your Jump Shoes 
springy because you still 
need them. After some 
cheap threats, the Dragon 
will start firing. Jump over 
his fiery breath and slash 
him in the neck. If you have 
the Muramasa sword, you'll 
kill him in just three strokes. 
He’s really a pussy cat, 
actually. 


When the Dragon is 
defeated, jump down the 
pit and collect your 
reward—the Legendary 

Last Tower: Level 4. Sword. Hmm. Too little 

too late, I’d say. It’s all 

very well to get the sword after the enemy is defeated. Oh well. 

Can't complain. The Wizard is trapped in the sword, and you'll 

get your real reward at the castle. Use Wings to Ehdo and you'll 
be there in no time. 


SHH... THE SECRETS: 


There’s an emerald on the top of the mountain above the first 
cave. Too bad you can’t get to it until so late in the game. 

There are two bags of gold hidden in the forest North of the 
broken bridge. Another is found in one of the deserts North of 
Tegza. Other treasures you'll have to find on your own. 
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Flying Warriors 


Distributor: Culture Brain 
Game Type: Arcade Adventure 


WHAT’S GOING ON? 


A long time ago, the Dark Dimension and the Light Dimension 
clashed. The Light Dimension won, with the help of the 
Mandara Talisman. The Dark Dimension was sealed, and the 
Talisman was scattered into five fragments. Now the Dark 
Dimension has broken through their magic seal, and someone 
has to reclaim the pieces of the Talisman. Someone like the 
Flying Warriors! 


PLAYERS 


Flying Warriors has several different playing modes. 


The Journey Mode is for one player only. It is an arcade 
adventure. 

The Tournament Mode can be played by anywhere from one 
to eight players! The Tournament lets players fight each other 
with different types of martial arts. 
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SCORING 


In the Journey Mode, you gain a number of Experience Points for 
every foe you defeat. If you have enough Experience Points, you 
gain an Experience Level, which makes you stronger in combat. 

In the Tournament Mode, the players fight each other in 
matches until only one remains. Simple! 


LIVES AND CONTINUES 


In the Journey Mode, you have only one life, and a number of 
Life Points. You lose Life Points when you're hit by enemies. 
You can regain Life Points by using Potions and finding helpful 
objects. If your Life Points run out, you lose. 

You start with five continues. Every time you use a 
continue, you begin where you were when you died. If you run 
out of continues, you start back at the beginning of the last level 
you reached, with another five continues. 

You can get a password at any time. This password keeps 
track of your Experience Level, your location in the game, and 
any special items you have. It doesn’t keep track of Windyshoes, 
Charms, Bait, Coins, Magic Water, or Experience Points. 

In the Tournament Mode, each of the six martial arts has a 
set number of Life Points. If you lose all your Life Points in a 
match, you're knocked out of the Tournament. 


CONTROLS 


Defend Hiryu-No Ken PunchlKick Jump 


Squat Rolling Kick 
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Flying Warriors has two control methods, the Standard Mode and 
the Battle Mode. The Standard Mode is illustrated above. Use it 
before you move on to the more complicated Battle Mode. See the 
Flying Warriors instruction manual for the Battle Mode controls. 


WEAPONS 


Your main weapons are your fists and feet. You punch and kick 
when you press the Attack button. 

Every time you hit an enemy, your K.O. Gauge increases. 
The K.O. Gauge keeps track of your attack strength. When the 
K.O. Gauge reaches 100, you can attack with the Cosmic Saucer 
(a fireball that shoots from your hands and feet) and the Hiryu- 
No Ken (a magical attack used against Narga and Demonyx). 


SPECIAL ITEMS 
There are tons of items to find, and a few others that you have to buy. 


The Angel’s Robe is missing. Return it to her. 

The Bait attracts common soldiers to you. 

The Bracelet is required to defeat the Boss Phantom. 

The Charm stops common soldiers from appearing for a 
short while. 

Coins are used to buy items in shops. 

The Dragma is a piece of the Talisman. There are five 
Dragmas to find. Each Dragma increases the power of your 
Hiryu-No Ken. 

The K.O. Item increases the K.O. Gauge, so that you can use 
the Cosmic Saucer and Hiryu-No Ken sooner. 

Magic Water restores your Life Points. There are two kinds 
of Water. The first type restores you completely and is found 
during the Journey. The second type restores up to 50 Life 
Points and is collected during battles. 

Maradora’s Jar is actually a person transformed into pottery! 
Mirrors repel the enemies’ Mystic Spells. There are five 
Mirrors, one for each of the Flying Warriors. 

The Mystic Crystal makes you invulnerable for a short time. 
Orbs are powerful magic items that are a great help in 
collecting the pieces of the Talisman and defeating your 
enemies. 

The Tablet opens a hidden door behind a waterfall. 
Windyshoes take you back to important places that you've 
visited before. 
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FRIENDS 


At the start of the game, 
you control Rick Stalker, 
one of the Flying War- 
riors. Rick has to find four 
more Flying Warriors 
before the final encounter 
with Demonyx. 


Hayato Go is a master of Kung-Fu and Karate. 

Mary Lynn seeks revenge for the death of her father. 

Greg Cummings is a fighting machine nicknamed the One- 
Man Batallion. 

Jimmy Cutler Jr. holds the key to defeating Demonyx! 


ENEMIES 


There are many enemies in the game. Two of them are so strong that 
you will need the powers of all the Flying Warriors to defeat them: 
Narga and Demonyx. If you defeat Demonyx, you win the game! 


STRATEGY SESSION 


General Strategies 


Flying Warriors has three levels of difficulty: Beginner, Medium, 
and Expert. This Strategy Session uses the Beginner level of 
difficulty. On the higher difficulty levels, your enemies can take 
more damage, and they also inflict more damage when they hit 
you. The strategies for defeating them are the same; you just 
need to hit them more often! 

The only true way to win the game is by playing in the 
Expert mode, but the Beginner mode is the best way to learn the 
tasks you must accomplish in the game. Once you've played 
through, you can start over again at Medium or Expert. 


THE ANGEL 


Your first task in the game is to learn 
Kung-Fu from your master, Gen Lao- 
Tsu. He will explain the Shingan combat 
system, and then spar with you. Follow 
Lao’s instructions and react as quickly as 
you can. If you do well enough, Lao will 
take you on in a practice match. 
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— = Watch for the red marks to start 
andl appearing. If the mark is on you, defend 
yourself before Lao strikes. If the mark is on 
Lao, strike quickly. You have to defeat Lao 
without losing more than five or six Life 
Points. If you are beaten too badly, Lao will 
stop the match, and you'll start over again 
with sparring. 

When Lao is defeated, you gain 1000 Experience Points and 
your Experience Level goes up! Now your quest will truly begin. 

You'll appear in a mountain village. 
Start walking to the left until you leave 
the village and appear in the mountains. 
Continue to the left. After a while, you'll 
be attacked by some ugly blue creatures. 
Use your Kick on them. 

As you keep going to the left, you'll 
be attacked by flying heads! Kick them, 
too. These enemies are examples of common creatures; they 
attack constantly, they’re puny, and they slowly drain your Life 
Points away. There isn’t much to say about the commoners; just 
fight them off! 

Soon, you'll reach the end of the line. Fall to the left and into 
the hole, then walk to the left. You'll reach a pile of green bricks. 
Attack the bricks to break them. The upper-right brick in the pile 
contains a K.O. Item that boosts the K.O. Gauge by 20 points. 

Keep moving to the left. Use a 
jump-kick to destroy the mutant bats 
on the cavern roof, then jump onto the 
red platform. You'll float down to a 
series of ledges. Leap to the right, from 
ledge to ledge. Move quickly to avoid 
the bats and fireballs. When you reach 
the door, press Up to go inside. 

This dark cavern winds to the right, up, 
and left to another door. Move quickly 
through here and exit the door. You'll 
emerge on a mountain ledge! Jump onto the 
ledges above the door, and keep jumping 
up until you spot a door. Go inside. 

When you enter this chamber, the 
screen will flash, and bolts of lightning 
will signal the arrival of a gargoyle! To 
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defeat the gargoyle, jump into the air and punch it as it flies by, 
or jump onto the pile of bricks and attack it as it comes at you. In 
the Beginner mode, defeating the gargoyle is almost too easy; in 
the Expert mode, it’s quite a challenge. 

When you beat the gargoyle, a Tusk 
Soldier will appear! This Soldier comes 
from the Dark Dimension! You'll find 
yourself transported into a strange limbo, 
facing off against the Soldier. Use your 
fighting skills as Lao taught you. Watch 
for any opportunities to throw the Soldier. 
Don’t punch the Soldier’s head, or he’ll 
throw you instead! 

When you defeat the Soldier, you'll reappear in the cavern. 
Attack the bricks. One of them holds the Angel’s Robe! Take it 
and exit the cavern. You’re back on the mountain. Now run to 
the right, climbing down the ledges, until you reach the village 
again. You’re safe—for the moment! 

Walk to the right and exit the right side of the village. Now 
that you have the Angel’s Robe, you have to find the Angel! 

Walk to the right, kicking the goons, until you reach a group 
of ledges. Jump across them. Don’t fall into the water, or you'll die 
instantly! Along the way, you’ll find more 
groups of bricks. Make sure to kick them apart 
to collect Magic Water and K.O Items. 

When you see a hole in the roof above 
you, jump up to the ledge there and keep 
jumping from ledge to ledge. The ledges lead 
up and around the wall. Move to the right, 
over the wall. 


From here, you can’t help but 
find the Angel. She’ll be very 
happy that you brought her the 
Robe, and she’ll show you a 
secret item in the ravine. You'll 
float down on a magic platform 
to get it! 

You'll automatically return to the village and show the item 
to Lao. He'll identify it as the Orb of Courage, and send you off 
to China to find your destiny! 

You'll arrive at the Shorin Temple and immediately be 
challenged to a fight by Fusetsu. No problem! Kick Fusetsu’s 
rear and you'll be challenged by Ensetsu (Fusetsu’s evil twin?). 
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a] Defeat him and you'll gain EP, 
along with an item: the Mirror 
of Mercury! 

Your final lesson here will 
be with Rakan. He will explain 
the history of the Orb, then take 
you on in battle. During the battle, he will tell you to transform! 
Do so and you'll turn into a Flying Warrior! 

Rakan will attack you with Mystic Spells during the battle. 
If you block as you normally would, you'll be able to deflect 
the Spells. If you don’t block in time, the Spells will do 
considerable damage! 

When you defeat Rakan, you earn the Sword of Vijaya. It 
gives you the power to cast Mystic Spells during battle. It’s off 
to Hong Kong to participate in a martial arts tournament! 


THE BOSS PHANTOM 


Walk to the right and talk to the person walking around. He'll tell 
you of the Boss Phantom guarding the entrance to the tournament. 
You'll have to defeat him before the tournament can begin. 

Walk to the right. You'll pass 
through a cavern before re-emerging 
in another section of town. There are 
two vicious enemies here. The first 
type is the Hopper. These enemies 
leave behind Coins when they die. 
These are the guys to look for 
whenever you need money. Se SE 

The second enemy is the Bomber. This ghost 
drops pillars of fire onto the ground. Dodge 
between the pillars and punch the Bomber when 
he dives at you, or just duck underneath him. 

Walk to the right until you reach a door. Go 
inside and into a cavern. Jump straight up and 
go through the door to 
look at the scenic view of Hong Kong. 
Nice, but you’ve got more important 
things to do. Go back into the cavern, go 
down, and walk to the left. 

The cavern will lead to a second 
door. This is Shunran’s store. She offers 
the Bracelet, which costs 20 Coins. If you 
don’t have 20 Coins, go back and beat up 


107 


Nintendo Games Secrets 3 


on the Hoppers, then come back here. Pay the 20 Coins and 
Shunran will tell you that she doesn’t really have the Bracelet, 
but she'll tell you where it is, and give you the password you 
need to get it. Thanks! 

Leave the shop and then leave this cavern. When you're 
back outside, start walking to the right. You'll be attacked by 
another Bomber. Keep going until you walk out the right side of 
town and appear at the foot of a waterfall. 

Jump up the waterfall and move to the right. There’s 
another person here to talk to. He’ll remind you to get the 
Bracelet. Hey, you're working on it! Start walking to the right. 
Go past the first door you see, and go into the second door. 

When you enter the second door, walk to the left. Kick the 
floating fireball faces as you move. Enter the door and you'll 
enter a new section of the cavern. A gargoyle! Attack it until you 
destroy it. A Tusk Soldier will appear and take you into Limbo. 
Transform into the Flying Warrior! 

When you defeat the Soldier, you'll gain the Sword of Kirik. 
When you reappear in the cavern, walk left, up and around. 
Don’t fall down the waterfall, or you'll have to go back around 
again. Go into the door when you reach it. 

This is the Dragon! Use the 
Password that you bought from 
Shunran. The Dragon will give 
you the Bracelet and send you on 
your way. Cool! 

Leave the Dragon Cave and 
get outside. Walk to the left and go [hater st -tc- ana tthe 
into the door you passed before. [RNs s UML Si. - 0 
Wind your way through it. You'll 
appear in a new location, with blue ledges to your right. Jump 
onto the blue ledges until you spot a floating red ledge. 

7 Use a Cyclone Kick to 
jump onto the ledge; your 
normal jump just doesn’t go 
far enough. Now start 
jumping on the ledges to the 
right. These ledges are also 
tricky, but you can use regular 

- À jumps to get past them. 

When you clear the last red ledge, walk to the right until 
you enter a new area. Get in the middle of the screen and duck. 
The Boss Phantom will attack! 
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Stay ducked in the middle of the 
screen. The Phantom will jump over you, 
then start hopping at you. Stand up and 
attack with your kick. The Phantom will 
walk into your flying feet! Duck again 
and wait for him to fly over you again. 
Repeat your attack until the Phantom is 
down and out. Let the Tournament begin! 


THE HONG KONG TOURNAMENT 


You'll have to defeat everyone in the tournament to gain the help 
of Mary Lynn and Hayato. Here’s a summary of each opponent. 

Litron uses Martial Arts. He can jump onto the rope, then 
jump back down and attack as he falls. Dodge this strong attack! 

Thornram uses Kick Boxing. He 
doesn’t have any powerful attacks, so 
he’s an easy victory. 

Shiro uses Karate. His Triangle Jump 
is a devastating kick, but it can be 
dodged. When you defeat Shiro, he’ll 
turn into a Tusk Soldier! Transform into 
the Flying Warrior and use your Mystic 
Spells whenever you can. Shiro will 
block some of them, but not all! When 
you beat him, you'll get a Dragma. 

The Mad Ape uses Wrestling. He can’t attack your feet, only 
your head and torso. Block quickly, or he'll get you in a choke-hold! 

Slugger Sam uses Boxing. He’s also a Tusk Soldier. Defeat 
him to get another Dragma and win the Tournament! 

Now the identities of the five Flying Warriors will appear on 
the screen. Study their profiles carefully. Then get ready to fly into... 


THE JUNGLE 


Walk to the right. 
You'll be attacked by 
two enemies. Blue 
Zombies ooze toward 
you; kick them before 
they grab you and do 
damage. Spider Plants 
spit pide at you; kick the spiders, then run past the Plant as it 
disappears into the ground. 
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7 When you reach a bridge, 
er ER you're close to the village. Keep 
ak going to the right until you’re 


inside. Talk to the townspeople 
and walk to the right until you 


reach a log cabin. Go inside and 
ES Ma talk to Pepe to find out what you 
TABLET SOHEMHERE 
should do next. 


Leave the cabin and walk to the right until you encounter 
Greg Cummings. He’ll tell you his story, join your team, and 
become a Flying Warrior! 

Walk to the right until you leave the village and re-enter the 
jungle. Keep moving until you reach a tree with a bird perched 
on one of its branches. This is the Tree of the Spirits. You'll 
return here later. 


Eventually, you'll enter the 
Ruins. Start jumping up the stairs 
directly to your right. They'll lead 
up to a long ledge. Walk to the 
left along the ledge and you'll 
find a small gray jar. This jar is 
actually a person! The poor dude 
was turned into a jar by the gods for messing with the Ruins. 
You can help him out, though. 


Drop down off the ledge 
and walk to the left, out of the 
Ruins. Keep going until you 
reach the Tree of the Spirits. 
The correct chant to use is 
Bibila, but try Palala first. 
Something weird (and funny) 
will happen when you do! When Maradora is turned back to 
normal, Rick will get the Sword of Kan. 

Walk to the right and enter the Ruins again. Instead of 
jumping up the ledges, walk to the right until you fall down a 
set of stairs. Climb down, then walk 
to the left and fall again to enter a 
dark cavern. Move right until you 
find the door leading out. 

You'll come out at the base of the 
huge waterfall. Use the floating 
ledges to jump up the waterfall, then 
go to the right at the top. Now you're 
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in for a long journey of jumping. You'll have to pass several 
screens of ledges placed precariously above waterfalls. One 
mistake and you're dead. It’s best to tackle this section of the 
game with all of your continues. 

The last obstacle before the tablet is a 
huge stone soldier. The best way to fight 
him is to get just within kicking range, 
then attack. The soldier will walk to the 
right, then come back at you. Kick him 
again and again until you destroy him. 


When you reach the end 
of the line, you’ll see the 
Stone Tablet stashed behind 
a wall of bricks. Break 
through the bricks and 

— retrieve the Tablet. 
Now get out of here the same way you 
came in. Things will be much tougher now. 
Most of the platforms you walk on collapse 
into the water a moment after you touch them! 
The only platforms that won't collapse are the 
single-brick ledges; you can stand on these as 
long as you need to. With every other 
platform, jump on and off as fast as you can. 

Exit the cavern and return to 
where you started your downward 
journey. You should see some ledges 
above you. Start jumping up the 
ledges. Spider Hands will appear and 
attack; deal with them like you did 
the Spider Plants in the Jungle. 

Fight past the stone soldier and walk 
to the left until you find a hidden cham- 
ber! The Statue of Narga is inside. With : Zg 
the Tablet, you’ll open a hidden ni A SKS 
compartment and get the Mirror of Venus. 

Before you move on to Narga, 


Š THEY PUT THE STONE 
leave the Ruins and return to the oars 


Village. You need to buy Magic Water 
here. To earn Coins, leave the left side of the Village and stand 
on the bridge, kicking the Blue Zombies. When you have 
enough money, go to Pipi’s Shop and stock up! You'll need 
every drop against Narga! 
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Return to the Ruins, and journey to the 
waterfall that you passed on the way to the Stone 
Tablet. Jump up the waterfall until you discover a 
hidden doorway. Inside the door is Narga! 

In the battle against Narga, you alternate 
between attack rounds and defense rounds. 
When attacking, you can use a Mystic Spell, 
change to another Flying Warrior, or use the 
Hiryu-No Ken (if the K.O. Gauge is at 100). On defense, you can 
cast a Barrier, swig some Magic Water, or try to Escape. 

On offense, use a variety of spells. 
Switch between Warriors often and use 
every Spell you've got. The more variety 
you use in your attacks, the less often 
Narga will block them. And always use the 
Hiryu-No Ken when you get the chance. 
This attack can really wipe Narga out. 

On defense, never try to Escape. You'll 
just get attacked without a Barrier up and 
take tons of damage. Drink Magic Water if you need to, then put 
up the Barrier and cross your fingers. 

After you defeat Narga once, he'll disappear in the Dark 
Field and reappear with more Life Points than before! You'll 
have to attack even harder now! 

If Narga uses the Dark Revival to 
replenish his energy, use Rick’s Fire 
Tornado to break the Dark Field. 
Otherwise, Narga can attack you while 
being invulnerable! 

When Narga is beaten a second time, 
he’ll explode into flames. He’s the 
toughest opponent you'll face for a long 
time—actually, until the end of the 
game! You'll get the Arrow of Ragara 
and enter... 


THE LABORATORY 


You'll be attacked by a gargoyle as soon as you enter the lab. 
Defeat him and a Tusk Soldier will appear! You can Fight or 
Escape, but you haven’t come all this way to run away! Select 
Fight and defeat the Tusk Soldier in Limbo. 

When you reappear in the lab, walk to the right until you 
reach an elevator. Jump aboard. When riding up the elevator, 
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stay in the middle and kick to the sides to destroy your enemies. 
Get off at the top of the shaft and enter the door. 

Another section! Walk to the right 
until you encounter another gargoyle. 
When you beat this one, you'll come face- 
to-face with Viruksha, the leader of the 
Tusk Soldiers. Defeat him to earn the 
Mirror of Mars. 

Ride the elevator all the way up, go 
through the door, and walk to the left. 
Another gargoyle and Tusk Soldier will attack. Beat the Soldier 
and continue to the left. 

The next gargoyle/Soldier you encounter is Baishra. He says 
he’s the leader of the Tusk Soldiers! What about Viruksha? It 
doesn’t matter, though; just bash Baishra to get a Dragma. 

You'll visit the president of GTG 
to report your findings in the lab, but 
the president will be dead. You'll see 
a vision of Dargon, yet another 
leader of the Tusk Soldiers. He’ll 
challenge you to beat him at the 
World Tournament of Contact Sports 
in New York City. No problem! It’s 
off to... 


THE NEW YORK TOURNAMENT 


Here’s a summary of your opponents in the tournament. 


Daimon uses Karate. 

Max Crusher uses Wrestling. 

Harken uses Martial Arts. When he jumps onto the top rope, 
stay directly below him. When he jumps down to attack, 
stay underneath him and he’ll miss you. Harken will turn 
into a Tusk Soldier when you defeat his human form. Defeat 
the Soldier to get the Sword of Ankh. 

Samzak uses Kick Boxing. 

Dargon looks like Rick and uses 
Kung-Fu. When he uses the 
Flying Cyclone Kick, stay under- 
neath him and he’ll miss you. 
He'll take you to Limbo when you 
beat him in the ring; beat him 
again to get the Orb of Justice. 
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THE SUBWAY 


After the tournament, you'll meet up with the final Flying 
Warrior, Jimmy Cutler Jr. He’ll reveal to you a secret entrance 
into a long-deserted subway. Somewhere in here is the key that 
opens the way to Demonyx’ Underworld Palace. 

" Start walking to the right until 
you reach a stone statue. Push it to 
reveal a hidden entrance. If you break 
the statue, you'll release a toxic gas 
that will kill you. So don’t break it! 

From here, the subway leads down 
and left to a new area. Now you'll be 
walking to the right. Fight past the blue 
beetles to the right, and to the next area. Fall down to the ground. 
You’ve got a choice of two paths, left or right. Go to the left. 

This path leads to a small room with a gargoyle/Soldier 
inside! When the Soldier is wasted, break apart the bricks to get 
the Mirror of Earth. 

Walk left, up and around to the left/right path area. This 
time, walk to the right. This area is populated with Blue 
Zombies! Stay here and fight the Zombies until you have 100 
Coins, then go the right and into the next area. 

Move to the right and enter the first door you reach. This 
section of the subway leads to three items: the Sword of Mayuree, 
the Trident of Liva and the Mirror of Jupiter. Explore thoroughly 
to find them. They are all guarded by stone soldiers, which you 
know how to beat, or by electric wolves, which you don't! 

To defeat a wolf, move 
underneath the pile of bricks, 
facing to the right. Duck 
down and start kicking. The 
wolf will jump into your 
kicks! Keep kicking until the 
wolf is licked. 

Get back into the main subway tunnel and move to the right 
again. Enter the next door you find. There’s only one item in 
here, the Axe of Kundari. Retrieve it and go back into the main 
tunnel. Walk to the right until you enter a new area. 

Walk to the right and pass the doors you see; you'll come 
back to them. Keep going until you reach the right edge of the 
tunnel. Enter the door and explore until you find a wolf. He’s 
guarding a strange relief hidden in the bricks. Get the relief and 
go back into the main tunnel. 
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Walk to the left and enter the first 
door you see. The shop! Use the 
Coins you earned earlier to buy 
Magic Water. You should be able to 
Ee cord ten jars (ten is the most you can 
THE RELIEF KEY IS carry). Leave the shop, walk left and 
PENDO eas enter the second door. Battle and 
ond defeat the gargoyle/Soldier to get a 
THE DOOR OPENS. : 

Dragma. Follow the cavern until you 
reach a door. Go inside. You'll use the relief to open the door. It’s 
time to enter the final stage of the game... 


THE UNDERWORLD 


This stage of the game is quite simple. Use 
the platforms and ledges to jump upward 
and to the right. Look for temples on the 
right side of the screen. These temples are 
occupied by Moonlight Warriors. You have 
to defeat all the Moonlight Warriors before 
you can take on Demonyx. After you defeat 
the Warrior in a temple, move upward 
again until you find the next temple. 

The first Moonlight Warrior is Selenos. Defeat him in battle 
to earn the Dark Bell. 

Your second encounter is with Lunatos. Crush him for the 
Dark Mirror. 

Enemy number three is Seiros. You get the Dark Orb after 
beating him. 

After beating Seiros, you'll encounter a Tusk Soldier. Defeat 
him for the final Dragma. 

The last Moonlight Warrior is Zakros. When you win the 
battle with him, you'll receive the Orb of Love. 

Enter the temple, then walk into the chamber of Demonyx. 
Get ready for the ultimate battle! See The Secrets if you need 
help against the big D. Good luck, Flying Warriors! 


SHH... THE SECRETS 


Defeating Demonyx 


Demonyx is very similar to Narga. Use the same strategies of 
blocking, drinking Water, and switching often between the 
Flying Warriors to battle him. 
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If Demonyx uses the Dark 
Revival, use Jimmy’s Meteor 
Shower to break the Dark Field. 
Demonyx will recharge often during 
the final stage of the battle, so keep 
up the pressure (and keep chugging 
the Magic Water as you need it!). 
When Demonyx explodes into flame, you've won! But if you 
weren't playing at the Expert level, you haven't won for long... 


PASSWORDS 


Use these passwords to begin at different points in the adventure. 


Hong Kong: G2°Y CSZ+ Z 

The Laboratory: AQ3X SVJ2 66Y 
The Subway: SB32 6466 AAAe 

The Underworld: G5-Y 3133 7777 4 
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Gremlins 2 


Distributor: Sunsoft 
Game Type: Arcade Adventure 


WHAT’S GOING ON? 

Poor little Gizmo the Mogwai. All he wanted to do was check 
out his surroundings in Clamp Centre. He was just fine until he 
got wet. Then something happened to him. These little green 
things started popping out of his skin. And they turned into 
nasty little creatures called... Gremlins! 


PLAYERS 


Gremlins 2 is for one player only. 


SCORING 

There are no points to score in the game. Gizmo’s goal is to 
collect Crystal Balls dropped by the Gremlins he defeats. He can 
use the Crystal Balls to buy better weapons, extra lives, and 
other goodies! See the Friends section below. 


LIVES AND CONTINUES 

Gizmo starts with one life and three Hearts. Every time Gizmo is 
hit, he loses half a Heart. When all the Hearts are gone, Gizmo loses 
a life. Gizmo can find extra lives and Hearts during the game. 
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Whenever you lose all your lives, you can continue or end 
the game. You can continue endlessly. 

A password appears on the Continue/End screen; when 
you enter this password, you'll start at the beginning of the last 
Stage that you reached. 


CONTROLS 


Move Gizmo Attack Jump 


Pause 


Menu Screen 


WEAPONS 


Gizmo starts the game with a weak weapon, but he can upgrade 
during the game to obtain more powerful weaponry. Some 
weapons can be powered up to become even stronger. 


The Tomato is Gizmo’s weapon at the start of the game. It 
can’t be powered up. 

The Match fires flames at the enemy. It can power up to 
shoot in three directions at once. 

The Paper Clip is thrown at gross Gremlins. It can power up 
to shoot in three directions at once. 

The Bow and Arrow is a paper clip, rubber band, and 
pencil! It can power up to shoot in five directions at once! 
The Bow and Fire-Headed Arrow is the most powerful 
weapon in the game. It can power up to explode whenever it 
hits a Gremlin. 

The Flash Bulb will destroy every enemy on the screen. 
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SPECIAL ITEMS 


The Pogo Stick protects Gizmo from damage for a short time. 

The Time Stopper freezes all the enemies on the screen for a 
short time. 

The Balloon helps Gizmo to float over holes and other 
dangerous areas on the ground. 

The Life recharges Gizmo’s Hearts. 

The Power Pak powers up Gizmo’s weapon. 

The Gizmo Clone gives Gizmo an extra life. 

The Heart adds one to the Hearts on the screen. 


FRIENDS 


Mr. Wing is your best friend! Look for his Shop. Remember that 
you can only go into a Shop once on each Stage. 


ENEMIES 


Gremlins seem to come in a vicious variety of shapes and sizes. 
The worst Gremlins of all are the Bosses! 


The Mohawk Gremlin is the Boss of Stage 2. He grabs at 
you with his razor-sharp claws. 

The Electric Gremlin is the Boss of Stage 3. He'll attack you 
with electric spheres! 

The Machine-Gun Gremlin is the Boss of Stage 4. He'll fire 
at you whenever he gets within range. 

The Mohawk Spider is the Boss of Stage 5. Defeat him and 
you win the game! 


STRATEGY SESSION 


General Strategies 
There’s no time limit, so spend as much time as you need 
shooting your enemies to collect Crystal Balls. More money 
means that you can buy better items. 

You shouldn’t need to use Balloons very often. Save them 
for a section with a series of tricky jumps, or a section with tons 
of Gremlins. 


Stage 1-1 

This Stage is by far the easiest in the game. It’s basically a 
practice Stage to get you warmed up for the later Stages. But 
you still have to be careful! 
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Start walking up the hall and 
you'll be attacked by rats. Throw 
tomatoes at them to kill them. Some of 
the rats leave behind Crystal Balls. 
Pick these up! The more Crystal Balls 
you have, the more you can buy! 

Keep walking 
up the wall until 
you see the giant 
tomatoes! These veggies bounce up and 
down the hall, but they’re quite easy to 
dodge and shoot. 

When you’re done with your tomato 
harvest, walk West and wait next to the 
ledge. A moving platform will float toward 
you. Jump onto it and hitch a ride 
across the chasm. You'll be doing 
a lot of platform-riding later in 
the game. 

When you reach the other side, 
shoot some more tomatoes, then 
walk North until you see a door. 
This is Mr. Wing’s Shop! Go inside. 

Mr. Wing will ask if you want 
to buy items or not. Say yes! Now 
move the hand to point at what 
you want, then press A. You 
should have enough money to 
purchase the Gizmo Clone, so 
point to it and purchase it. Now 
you have a spare life! 

Leave the shop and walk South until you reach TR 
chasm. Fling some tomatoes at the bats, then jump across. Walk 
West and ride across the moving platform. You're already close 
to the end of the Stage! 

Walk West and shoot the 
tomatoes and bats. One of the 
bats may drop a Pogo Stick. If 
he does, grab it and squash 
your enemies! When the Stick 
starts to blink, it’s about to 
disappear, so stay away from 
the bad guys. 
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Walk North and jump over the 
final chasm. Here’s the elevator to the 
next floor of Clamp Centre—and the 
next Stage! 


Stage 1-2 


Walk East and shoot the rat across the 
gap for an easy Crystal. Jump across 
to get it, then jump West and walk in 
that direction. You'll spot a new 
obstacle—spiked floors! Don’t walk 
on these unless you enjoy pain! 

Jump across the gap and move North. There’s 
a spider in this corridor. Shoot him enough and 
he’ll split into two smaller spiders! Shoot the 
babies to destroy them and gather Crystals. 

Fight past another spider, then jump across 
the gap. One of the bats here may drop a Light 
Bulb. Pick it up and every baddie on the screen 
will be toasted! 

Walk East and jump across the spikes and gaps. The 
corridor leads North. Follow it and walk straight North until 
you see Mr. Wing’s Shop! Go inside and buy yourself another 
Gizmo Clone. Now you have two extra lives (presuming you 
haven't died yet!). 

When you leave the shop, walk 
South, West and North to find the 
floating platforms. Jump across and walk 
West, then North. You’re in Billy’s office! 
Walk up to his desk and the Match will 
fall to the ground! Pick up the Match and 
you've got a great new weapon! 


Stage 2-1 

Walk North at the start of the Stage 
until you encounter your newest 
obstacle, the spikeball! The ball moves 
back and forth, pausing at each side of 
the corridor before swinging back to 
in i the other side. Wait at one side of the 
HN; corridor, then run past when the ball 

æ] swings to the other side. 


i 
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After passing a few spikeballs, you'll 
spot a strange-looking object on the floor. 
Shoot it until it explodes. Its explosion 
will tell you what it is—a bomb! 

Follow the corridor as it winds North 
and East. You'll have to pull off a tricky 
jump. First, leap over the electric beam, 
then quickly jump over the gap before 
the spikeball hits you. Then jump a third time to clear the next 
beam and avoid the ball. It takes good timing! 

The corridor will lead onward, 
past beams, bats and rats. When you 
reach a West/East intersection, walk 
West to Mr. Wing’s Shop, go inside 
and scoop up the Power Pak. Now 
your match shoots three ways! 

When you leave the shop, walk 
East until you reach the corridor 
leading North. Stay to one side of the 
corridor to avoid the gaps in the middle of the floor, and shoot 
your enemies as you move slowly North. 

The corridor will be one-way only until you find a 
West/South intersection. Walk West and North; the South path 
is actually a trick, and leads to a fence that you can’t see until 
you move in that direction. 


Stage 2-2 

The floor seems made of spikes at the 
start of the Stage. Stick to the smooth 
floor and walk South and West, 
following the corridor. You'll bump 
into your latest foe, the Chopper 
Gremlin! Even though he’s flying, 


you can shoot him while staying 
safely on the ground. 


Shortly past the Chopper, 
you'll spot a Fireball Gremlin! 
Every time he breathes out, a 
fireball shoots at you! If you have a 
Balloon, use it to float past the 
Gremlin. If you don’t, jump onto 
the platform next to him and blast 
away as fast as you can! 
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Follow the corridor North and East 
until you meet up with the Hopping 
Gremlin! He doesn’t shoot at you, but 
he jumps quickly, and can bump into 
you to do damage. Feed him fireballs 
from the Match to get rid of him. 

Walk East until you reach the moving platform. Jump aboard 
and face North to shoot the two Choppers. To get the Crystals 
they drop, just stay on the platform and you should move into 
them. Jump off the platform when you get the Crystals. 

Along this stretch of corridor, you'll have to do lots of 
diagonal jumps. These jumps are pretty easy with a joypad, but 
they're tough if you're using a joystick. You may want to use a 
joypad with this game if you have problems on this section, 
because the jumps will only get trickier from here! 

When you reach Mr. Wing’s Shop, go inside and grab 
yourself a Gizmo Clone if you’ve got the money. Otherwise, get 
the Heart. The Power Pak isn’t useful if you’ve got the three- 
way Match already. 

Go West and North. When you 
jump off the moving platform, you'll 
see the Skateboard Gremlins! These 
suckers skate back and forth, 
shooting bullets at you! Stay a safe 
distance from them, and shoot away. 
When they’re both gone, move North 
and East and follow the corridor. 

From here, just keep moving, 
shooting, and jumping until you 
spot a section of fence with a hole in 
it! That’s your way out of here! You 
don’t need to move into the hole; 
just seeing it on the screen is enough 
to take you to... 


Stage 2-3 
It’s the Mohawk Gremlin! He’s a quick 
bugger, but pretty easy to beat. Move as 
far away from him as you can, shoot once 
or twice, then start moving again! If you 
stay too long in one place, Mohawk is 
going to hop into you, or get close 
enough to rip you with his claws. 
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Mohawk takes a lot of shots, so be patient and keep shooting. 
When he starts to flash, he’s history. As a reward for beating him, 
you get the Paper Clip, your newest and keenest weapon! 


Stage 3-1 

Start walking North and you'll spot 
Gremlin arms popping out of the floor 
to grab you! Shoot the arms before 
they do harm! 

At the end of the corridor, shoot 
the Chopper flying next to the studio 
light and move East. Ride the moving 
platforms until you spot a 
swinging mace! To get past it, wait 
until the spikeball is in front of 
you, then run past the mace. Jump 
when the ball swings around 
again, or it will hit you in your 
rear end! 

Move North past the mace until you 
reach Mr. Wing’s Shop. Go inside and 
purchase a Power Pak to give your 
Paper Clip three-way firing. Then leave 
the shop and move West. Look at the 
green ledge North of the moving 
platform. You'll see two strange objects 
there. Shoot them from long range and 
they'll explode! Dodge the shrapnel. 

Jump onto the platform and 
over to the green ledge, then get 
past the tricky swinging mace. 
Move West and North along the 
corridor. You'll spot a TV camera 
along the way. You must be in a 
TV studio! 

When you walk onto the set of 
a kitchen, watch out for huge 
Gremlins to appear out of thin air! 
Shoot as you move so that you'll hit 
the Gremlins when they appear. 

Move East and North onto the 
next TV set—a graveyard! And ff 
there are Bat Gremlins here! If you EGSaseSe05s0 50050) 
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don’t shoot them quickly enough, they'll 
release a batch of tornadoes! Avoid the 
tornadoes and plug the Bats quickly! 


At the North end of this set, 
you'll see a crypt with an 
open door. You've finished 

this Stage! 


Stage 3-2 
Move North and you'll spot strange spinning platforms. These 
treadmills will throw you if you stand on them for more than a 


moment. Be careful! 

Follow the corridor until you spot 
some orange squares. These squares are on 
fire! To get past this section safely, jump 
onto the safe green squares on the left side 
of the corridor, and jump North from 
square to square. 

Move East and jump across the deadly 
fire squares, using the tricky treadmills. Be 
quick! Then move South, still following the corridor, and use the 
moving platform to pass the huge chasm. Jump over the electric 
beam in the middle of the chasm. 

The corridor will lead to Mr. Wing’s Shop. Buy yourself a 
Gizmo Clone. If you’ve died on this Stage, and are continuing, 
buy a Power Pak instead. You want the three-way Paper Clip for 
the next Stage! 

Leave the Shop and follow the 
corridor past the deadly flames. When 
you see TVs in the wall, you're close 
to the end of the Stage. When you see 
a desk at the right side of the screen, 
you are at the end of the Stage! 


Stage 3-3 

The Electric Gremlin looks scary, 
but with the three-way Paper 
Clip, he’s a pushover. When the 
Electric Gremlin moves to one 
side of the room, move to the 
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other side, face him, and fire away! If you 
stay at long range, you won't be hit by the 
electric balls that the Gremlin shoots. 

After a short amount of punishment, the 
Electric Gremlin will fizzle out, and you'll 
get the Bow and Arrow! 


Stage 4-1 


Walk North and you'll meet up 
with the deadliest Gremlin yet—the 
Tornado Gremlin! This evil dude 
spins around in a tornado and 
shoots in all directions! To kill him, 
dodge his bullets, then shoot him 
before he start spinning again. You 
can’t damage him when he’s 
spinning around. 

Roller ‘fe maiden East, North pe 
and East until you reach a 
North/East intersection. There will 
be two electric beams on the East 
path. Don’t bother going in that 
direction. Instead, follow the North 
path to reach Mr. Wing’s Shop! 

Buy a Gizmo Clone or Power Pak, depending on what you 
need. Leave the Shop and walk along the corridor to the East. Turn 
South when you reach the intersection with the swinging mace. 

Move South and East until you 
reach a deadly combination of a 
swinging mace and a spikeball! To get 
past them, stay along the bottom of the 
corridor. Run to the right when the 
mace is pointing straight down and the 
spikeball is against the bottom wall. 

Your final obstacle on this Stage is a series of jumps leading 
North. Gremlin arms will pop out of the treadmills as you jump 
onto them! Try to stay toward the 
edges of the treadmills, because 
the arms tend to pop out of the 
middle. You'll probably get hit a 
few times, but keep moving until 
you reach the end of the 
corridor—and the Stage! 
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Stage 4-2 
Walk North, shooting the puny normal Gremlins as you go. 
Move West and jump past the treadmill/beam combinations. 
When you land on the blue floor, move down and jump onto the 
treadmill in the middle of the flames. 

Stay at the bottom of the screen to avoid the swinging mace 
in the middle of the flames. Move West to the wall, then move 
North, still hugging the wall to stay away from the mace. 

At this point, you may want to 
use a Balloon to float to the North 
end of the corridor. If you don’t have 
a Balloon, just fall into the chasm 
North of the mace. When you 
reappear on the screen with your 
Balloon, move North. 


Land on the blue area with two Hoppers 
and a Chopper. Keep circling around the 
Gremlins, turning to shoot every so often. Just 
stay on the move! Eventually, you'll defeat all 
the Gremlins. 

Move East and North until you're attacked 
by two Choppers. At this point, move East and 
you'll find the door to Mr. Wing’s Shop. Go 
inside and buy yourself a Power Pak. You want 
(and need) the five-way Bow and Arrow! 

Leave the Shop and move West and North. You'll reach a 
narrow blue ledge with a spikeball on it! Jump over the 
spikeball when it comes at you! Move West 
along the ledge, then jump onto the 
moving platform. 

Walk along the treadmills and make 
your way to the North. You'll have to jump 
past several more maces and Gremlins 
before you reach the end of the Stage! 


Stage 4-3 

It’s the Mohawk Gremlin, and this time, 
he’s armed with a machine-gun! Run 
around the room in a circle, stopping 
briefly to turn around and shoot 
Mohawk. Keep moving, or Mohawk 
will catch up to you. And watch out for 
the spikes on the floor! 
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When enough of your Arrows hit 
home, Mohawk will be defeated and 
you'll get the ultimate weapon—the Bow 
and Flaming Arrow! It’s time to tackle the 
toughest Stage of all! 


Stage 5-1 


Move North and jump the treadmills, then walk East. Use your 
newly acquired weapon on the enemies you encounter. Neat, huh? 

If you fall into a chasm, use the Balloon to maximum 
advantage and float as far along the path as you can before 
the Balloon disappears. The more obstacles you can avoid, 
the better! 


The corridor leads South and 
West along a series of treadmills. 
Watch out for the maces and mines 
along the way. Move quickly! You'll 
reach a section of the floor that looks 
like a checkerboard of flames and 
green squares. 

Move North, jumping across the 
checkerboard. Then move along 
some more treadmills. There’s a tricky jump involving a moving 
platform and electric beams; jump on and off as fast as you can. 

The corridor will turn East and lead to Mr. Wing’s Shop! 
This is the last chance for you to buy anything. Get a Power 
Pak to make your Flaming 
Arrow an incredible weapon. 

Walk East, then head 
North. Make the tricky jumps 
here and you'll reach a 
console of TVs. You’ve made it 
to the final battle! 


Stage 5-2 

The Mohawk Spider sprawls across the entire screen, and has a 
deadly attack! See The Secrets if you need help. Good luck, 
Gizmo... and would you stay away from water after this? 


SHH... THE SECRETS 
Defeating Mohawk Spider 
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Stay in the lower-left corner of the screen. Shoot the Spider at a 
diagonal with your Flaming Arrow. When the Spider stops 
moving back and forth, it’s about to move down at you. 


After the Spider moves down, stay between its two left legs 
and move back and forth to stay between them. When it backs 
up to the top of the screen, resume your shooting attack. It will 
take a lot of Arrows and a lot of time, but you can do it! 


Passwords 
Use these passwords to start at any Stage of the game! 


Stage 1-1: GBOK (or turn on the Nintendo!) 
Stage 1-2: BVKF 

Stage 2-1: DXNH 

Stage 2-2: CGMW 

Stage 3-1: NJTD 

Stage 3-2: ZFPJ 

Stage 4-1: SHMC 

Stage 4-2: VLBB 

Stage 5-1: NXRD 
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peisiar 


Distributor: FCI 
Game Type: Arcade Adventure 


WHAT’S GOING ON? 


Enter the world of the Forgotten Realms, where magic and 
mystery are everywhere. The city of Hillsfar calls to all 
adventurers—fighters, thieves, magic-users, and clerics. 
Choose your race and your profession, then search for 
adventure in Hillsfar! 


PLAYERS 


Hillsfar is for one player only. 


SCORING 

Like most RPGs, you play a character with an experience level, 
Hit Points, and Gold Pieces. Unlike most RPGs, Hillsfar lets you 
choose your own path. While you'll only be able to solve quests 
by following specific directions, you can always just wander 
around town, or even ride out of Hillsfar to another location. 
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LIVES AND CONTINUES 


Your character only has one life, and you lose it when your Hit 
Points reach zero. There are healers to be found that will cure 
your wounds—for a price. 

You can save your character by riding to your campsite, just 
north of Hillsfar. At any time, you can return to the campsite 
and load that character to use in the game. You can have several 
characters saved at once. 


CONTROLS 


Move Character Make Selection 


Pause 
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WEAPONS 


The type of weapon you have depends on what you're doing. 
When you're in the Arena, you’re armed with a staff. When 
you're participating in Archery, you can choose one of five 
different weapons to shoot with. Generally, you'll always have a 
weapon if you need it. 


SPECIAL ITEMS 


Are you kidding? Special Items are the stuff of adventuring, and 
Hillsfar has hundreds of Items just waiting to be found. Most 
houses can be broken into and robbed of their treasure, while 
other locations offer specific Items. We’ll mention important 
Special Items later on. 


FRIENDS 


You'll make lots of friends on your adventures. In fact, you can 
hire an NPC (non player-character) thief to team up with you 
and help you through certain situations that you couldn’t 
survive otherwise. The thief will help you open locked doors 
(something other characters are pretty inept at). 


ENEMIES 


When you break into houses, you'll get chased down by guards. 
If they catch you, they'll make you fight for your life in the 
Arena! The Arena is teeming with opponents ready to bludgeon 
you into the ground. 


STRATEGY SESSION 
The Scrolls Of Primus 


We were exploring one of the houses in Hillsfar recently when 
we found a chest filled with scrolls. After dodging the burly 
guards and making our escape, we rode to our camp outside of 
Hillsfar and sat down next to a tree. We took out the scrolls and 
read them one by one. Primus, it seems, has kept these scrolls as 
a detailed record of his adventures in and around Hillsfar. We 
hope you find his scrolls as useful as we did... 
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Horse Riding And Hidden Trails 


...Got thrown (again) by my horse and had to walk (again) to 
Hillsfar. Talked to an old man in the stables as I was buying 
- another horse. “You 
know what your prob- 
lem is, don’t you?” he 
asked. “You're making 
the horse do too much 
work! What you need is 
a Rod of Blasting. They 
zap things right off the 
trail.” 
I asked where I could 
A get a Rod and the man’s 
voice lowered. ‘Just keep Teali into houses and you'll find 
one sooner or later. I’ve never had to buy one yet.” 

I was about to run out of the stables and kick in the door of 
the nearest house when the man grabbed my shoulder. “There 
are a few things you have to keep in mind about the Rod. First, 
it only has 10 to 15 charges. When it runs out, you've got to get a 
new one. Second, you can’t shoot birds or arrows with the Rod. 
You have to duck them. I’ve noticed that if you keep your horse 
riding at a full gallop, you'll hardly ever see birds or arrows.” 

I asked if there was anything else he had to tell me. “You 
know about the hidden trails?” I shook my head. “There are 
four hidden trails around here. Trail one goes from the Hermit’s 
Place to the Rock Quarry. Trail two goes from the Ruins to the 
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Wizard’s Labyrinth. Trail three goes from the Shipwreck to the 
Dead Dragon. Trail four goes from Hillsfar to the Big Tree.” I 
thanked the man and went looking for a Rod... 


Maze Running 


„After getting caught in a house looking for a Rod of Blasting, I 
got dragged to the Arena and thrashed within an inch of my life. 


TIME REMAINING 


oii 


x 
x 
0 
I 

YO 

ST 
TE 
TR. 

Yo 
FO 
Go 


After filling my stomach with Healing Potions, I went back to 
the man at the stables for some more advice. 

“Got caught, did you?” The old man’s eyebrow raised. 
“Well, even if you run out of time, keep looking for the exit; just 
don’t get touched by a guard!" 

I asked the old man for some less obvious advice. “There are 
eight locations with secret rooms. Always look for a secret room 
in the Northwest corner of the location you're searching. Walk 
against the left-side walls to find the secret door leading to the 
secret room.” 

After some more prodding, the man told me the names of 
the locations with secret rooms. “Castle, Mages’ Tower, Haunted 
Mansion, Wizard’s Labyrinth, Rogues’ Guild, Mages’ Guild, 
Fighters’ Guild, and the Temple of Tempus.” I thanked the man 
(again) and went home to sleep off my injuries... 


Lockpicking 

.-Caught a thief trying to sneak out of a market with loaves of 
bread stuffed under his coat. I was going to take the coward to 
prison, but he begged me not to. “Why shouldn’t I drag you to jail 
right now?” I asked. “Give information I will... Tell secrets I will...” 
I was interested in his “information,” so I told him to speak. 
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“No need for picks I have... The Chime of Opening I use... 
Found it in the secret room of the Wizard’s Labyrinth I did... 
In the sixth chest it was... For another Chime when it breaks I 
will return...” 

I let the thief go with a warning and went into the market to 
pay for the bread he had stolen. That’s when I realized the cretin 
had stolen the pouch of gold from my pocket... 


Archery 

..Learned a lot from a female elf I made friends with today. I 
noticed her watching an archery contest at the range, so I 
walked over and started making small talk. The next thing I 
know, we're having lunch in the middle of a gorgeous meadow 
outside of town. 

We got to talking about archery. “A lot of things affect an 
archer’s performance,” she said. “Dexterity, for one thing. The 
higher a person’s dexterity, the better his aim will be. And 
strength. A strong archer fires weapons faster, which means the 
weapon is less affected by the wind.” 

My next question was about which weapons archers used. 
“Which ones DON’T they use?” was her reply. “I’ve seen five 
weapons used on the range. Slings aren’t too affected by wind, 
but they’re very slow. No one uses a sling if they can help it. 
Daggers are also only slightly affected by wind, but they’re 
faster than slings.” 

She continued as I gulped down the last bite of my 
Orcburger. “Darts are faster than slings and daggers, but the 
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wind really plays havoc with them. Arrows—can you pass me a 
sandwich? Thanks—arrows are the fastest of all weapons, but 
they’re also most affected by wind conditions. And finally, 
you've got wands, the best archery weapons of all. Very fast and 
the wind doesn’t do much to them.” 

We finished lunch and starting walking out of the meadow, 
back toward Hillsfar. I mentioned to her that I’d seen one of the 
archers shoot at an animal during his round. She nodded. “Yes, 
I’m afraid that the rules have made the poor creatures that 
wander onto the range worth points. Mice, for example. They’re 
worth 2,500 points! Who wouldn't try to shoot one for that kind 
of score? But the archers miss a lot. In fact, they only seem to hit 
the mice when they’re standing up.” 

“The only other animal that the archers go for are the birds. 
They always aim for the head or body; if they hit the wings, they 
don’t score. In higher rounds, the birds are worth more points.” 

“At least,” she sighed, “not all of the archers shoot the 
animals. It’s still very possible to aim at the targets and win the 
competitions, so the more caring archers avoid shooting them.” 
On that somber note, we entered Hillsfar... 


The Arena 


-Watched quite an amazing feat yesterday. Every month, the 
Arena holds a challenge combat where spectators can take on 
the Arena fighters for cash prizes. An average-sized half-elf 
walked out of the stands and managed to defeat every single 
Arena combatant, winning enough Gold to keep him wealthy 
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ZACH MESTON LEFTY for the next hundred 
fy a= Sa ol years. I managed to 
fight through the 
crowd surrounding 
him and shouted 
“How did you do it?” 
“Watch the patterns,” 
he shouted back 
before the crowd 
practically carried 
him away. 

I thought about his reply and went back to the Arena again 
today. I closely watched the fighters in their matches. His 
comment seemed like rubbish for a while. Then one of the 
fighters had his second match of the day. As I watched him, it 
hit me. He was using the same attack—the same “pattern” —as 
he had in his first match! 

I took notes on every fighter, and I also took notes on a few 
things I noticed during the matches. 


1. The stronger a fighter is, the more damage he causes. 

2. The best fighters are fully healed before they began battle, either 
by using Healing Potions or by getting healed in town. The Arena 
rules allow fighters to drink Healing Potions between matches. 

3. Most of the time, one fighter strikes the other just as the 
second fighter is beginning his attack. 

4. Sometimes, a fighter will repeat part of his pattern again. This 
happens half of the time. These parts of the patterns are in 
parentheses. For example, Sslader first attacks to the right, then 
the left. 50% of the time, he will repeat the right/left attack. 50% 
of the time, he moves to the next part of his pattern. 


The fighters and their patterns! 


Lefty: left, left, left, right. 

Red Minotaur: left, head butt, right. 

Sslader: (right, left), (tail attack, left). 

Morin: (left, left), (right, right), midsection attack. 
Ottis: left, right. 

Taurus: (left), head butt, (right). 

Whiplash: left, right, right, tail attack. 

Keller: midsection attack, left, right. 

Bone Breaker: right, left, left. 

Smasher: (head butt), left, left. 

Hisssa: tail attack, (left, left), tail attack, right. 
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Kallak: left, left, midsection attack, right. 

Bloods Bane: right, left, right, left, left. 

Moodra: head butt, right, left, head butt, head butt. 

Enoc: (left, right), left, tail attack, tail attack. 

Scarheart: midsection attack, left, left, midsection attack, right. 


The Pub 


...Went to the local pub to chug some grog and hear the latest 
rumors. I learned some very interesting gossip. Can’t remember 
it all, but I recall the most interesting parts, like: 

“...Yeah, I had this wretched thief with me, I'd hired him but 
I wanted to get rid of him. So I went into the Arena. When I was 
done, he was gone. I realized later I could have gone into my 
Guild to get rid of him, too...” 


OU TAKE A 
AR 


YOU HAVE ENTERED THE HY DRA’ 
“S DEN. 


“..J needed to go to a shop, but it was closed because it was 
so late. So I went to rest at my Guild and when I woke up, 
several hours had gone by...” 

“Just got 
back into town 
from camp. I go 
back to camp a lot 
nowadays to keep 
track of what’s 
going on, to record 


my progress...” 


The City of Hillsfar 


Hillsfar 


..Got tired of getting lost in this mazelike town and bought a 
map at the local pub from a man who had obviously had his fair 
share of swordfights. If he had more than three fingers on either 


hand, I’m the King. 


The map has proven to be extremely useful. Every impor- 
tant building in town is labeled. I just look down the legend list 


and find my destination... 


A-ARENA 
B-STABLES 
c-FIGDTERS’ GUILO 
d-ARCDERY RANGE 
€-RAT’S NEST PUB 
F-SEWER 
G-ORAGON’S LAIR PUB 
b-Magic sbop 
1-BANK 

JJail 

k-castLe 

L-SEWER 
m-mages GUILO 
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O-BOOK STORE 
P-bydra’‘s DEN PUB 
q-DAUNTED MANSION 
R-ROGUES’ GUILD 
S-SEWER 

T-MaGic shop 
U-SEWER 

v-TempLe OF TEMPUS 
W-MAGES’ TOWER 
X-CEMETERY 
y—-beaLer sbop 
Z-BUGBEAR’S CAVE PUB 
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SHH... THE SECRETS 

The Quests 

There are 12 quests in the game, three for each class. What 
follows are step-by-step instructions for completing every quest 
in the game. Don’t use these instructions unless you’re 
absolutely stuck for what to do next! 


Thief Quest 1 

1. Talk to the Master at the Rogues’ Guild. 

2. Talk to the owner of the Magic Shop. 

3. Go to a sewer and open the 1st chest to find the poison fungus. 
4. Talk to the Master at the Rogues’ Guild. 

5. Go to the Hermit’s Place and open the 2nd chest to find the 
misty white liquid. 

6. Talk to the Master at the Rogues’ Guild. 


Thief Quest 2 

1. Talk to the Master at the Rogues’ Guild. 

2. Go to any Pub and listen to rumors until you hear about the 
stolen amulet. 

3. Go to the sewer and open the 1st locked chest to piece 
together an old note. 

4. Go to the Dragon’s Lair Pub and listen to gossip to hear about 
the Hut. 

5. Go to the Hut outside of Hillsfar and discover the hint about 
picking the cellar door in one of the Pubs. 

6. Go to any pub. Don’t pick the door, but listen to gossip. 

7. Go to the sewer in the northwest part of Hillsfar and open the 
5th locked chest to find the dead thief. 

8. Talk to the Master of the Rogues’ Guild. 

9. Go to the secret room in 
the Temple of Tempus and 
open the 4th locked chest to 
find the amulet. 

10. Talk to the owner of the 
Healer Shop in the south- 
west part of Hillsfar. 

11. Go to the Hermit’s Place 
to find the Hermit’s Diary. 
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12. Go to the Rock Quarry to find a rusty pick. 


13. Go to the secret room in the Castle and open the 7th chest to 
find the amulet. 


14. Talk to the Master at the Rogues’ Guild. 


Thief Quest 3 
1. Talk to the Master at the Rogues’ Guild. 


2. Go to the Magic Shop when it’s closed and open the 4th chest 
to find a wolf’s head pick. 


3. Go to any pub and listen to gossip to hear about the trading post. 
4. Talk to the trader at the trading post. 

5. Go to any pub and listen to gossip to hear about Ottis. 

6. Go to the Arena and defeat Ottis. 


7. Go to the Bugbear’s Cave Pub, have a drink and listen to 
gossip (this may take several tries). 


8. Go to the Archery Range and move up levels until you receive 
a hint. 


9. Search outside the Temple of Tempus to meet the Grey 
Wolves’ thieves. 


10. Go to the secret room in the Mages’ Tower to find the Book 
of Arcane Lore. 


11. Search outside the Dragon’s Lair Pub at 4 A.M. to meet the 
Grey Wolves. 


12. Talk to the Master at the Rogues’ Guild. 
13. Go to any pub and listen to gossip. 


14. Go to the Dead Dragon (using the hidden trail from the Ship- 
wreck) and open the 5th locked chest to find a claw-shaped pick. 


15. Search outside the Dragon’s Lair Pub to get a message. 
16. Talk to the Master of the Rogues’ Guild. 


Fighter Quest 1 
1. Talk to the Master at the Fighters’ Guild. 


2. Go to the Archery Range and advance at least two levels for 
the next clue. 


3. Talk to the Master at the Fighters’ Guild. 
4. Go the Arena and defeat the Red Minotaur for the next clue. 
5. Talk to the Master at the Fighters’ Guild. 
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6. Go to the Cemetery and open the 1st chest to find a hint about 
the jail. 

7. Go to the Jail and open the 2nd chest to find the needed 
documents. 


8. Talk to the Master at the Fighters’ Guild. 


Fighter Quest 2 
1. Talk to the Master at the Fighters’ Guild. 


2. Search outside the Castle. From here, you can go to Step 9 (the 
Cemetery) or Step 3 (the Rat’s Nest Pub). 


3. Go to the Rat’s Nest Pub and listen to gossip to hear about 
the sewers. 


4. Go to any sewer and open the 4th (sometimes 8th) chest to 
find a beggar who gives a hint about the Arena. 


5. Go to the Arena and defeat Ottis for the next clue. 
6. Go to the Hermit’s Place to find a poster. 
7. Go to the Rat’s Nest Pub and buy the barmaid a drink. 


8. Go to the secret room in the Haunted Mansion to find Jared. If 
you decide to help Jared, go to Step 15. If you decide not to, go 
to Step 17. 


9. Go to the Cemetery and meet King Maalthir’a daughter. If 
you decide to help her, go to Step 10. If you decide not to, go to 
Step 3. 


10. Go to the Shipwreck and open the 5th chest to find a letter. 
11. Go to the Hydra’s Den Pub and buy the barmaid a drink. 


12. Go to the Hermit’s Place and open the 6th chest to find a hint 
about the Mansion. 


13. Go to the Haunted Mansion and find Jared. 


14. Go to the secret room in the Mages’ Tower to find the 
princess’ jewels. 


15. Go to the Bugbear’s Cave Pub and buy the barmaid a drink. 
16. Talk to the Trader at the Trading Post. 
17. Talk to the Master at the Fighters’ Guild. 


Fighter Quest 3 

1. Talk to the Master at the Fighters’ Guild. 

2. Search next door to the Stables to meet Hector Sams. 

3. Go to the Cemetery and open the 4th chest to find a map. 
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4. Go to the Big Tree and open the 2nd chest to find a body. 


5. Go to the Archery Range and get to the 5th level or higher to 
get the next clue (this is a tough task!). 


6. Talk to the Master at the Fighters’ Guild. 
7. Go to the Arena and beat Taurus for the next clue. 
8. Go to any Pub and listen to gossip to get a hint about the healer. 


9. Talk to the owner of the Healer Shop in the Southwest area 
of Hillsfar. 


10. Go to the Rock Quarry and open the 3rd chest to find a bonnet. 
11. Talk to the Master at the Fighters’ Guild. 

12. Go to any Pub and listen to gossip for a hint about the Guild. 
13. Talk to the Master at the Fighters’ Guild. 

14. Go to the Ruins and open the 6th chest to find Arlana. 

15. Talk to the Master at the Fighters’ Guild. 


Magic-User Quest 1 
1. Talk to the Master at the Mages’ Guild. 
2. Talk to the trader at the Trading Post. 


3. Go to the Dead Dragon (using the hidden trail from the Ship- 
wreck) to find squid remains. 


4. Talk to the owner of the Magic Shop. 
5. Go to the Dead Dragon for a hint about the Hydra’s Den Pub. 


6. Go the Hydra’s Den Pub and listen to gossip for a hint about 
the trader. 


7. Talk to the trader at the Trading Post. 
8. Talk to the owner of the Magic Shop. 
9. Talk to the Master at the Mages’ Guild. 


Magic-User Quest 2 

1. Talk to the Master at the Mages’ Guild. 
2. Talk to the trader at the Trading Post. 
3. Talk to the owner at the Bookstore. 


4. Talk to the owner at the Magic Shop for a hint about the 
Archery Range. 


5. Go to the Archery Range and reach the third level for the 
next clue. 
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6. Go to the Hydra’s Den Pub. Have a drink and listen to gossip 
for a clue about the Ruins. 

7. Go to the Ruins and open the 6th chest to find a gold pendant. 
8. Go to the Hydra’s Den Pub and charm the barmaid. 

9. Go to the Dragon’s Lair Pub and charm the barmaid (you 
need at least 500 gold pieces). 

10. Talk to the Master at the Mages’ Guild. 


Magic-User Quest 3 

This Quest has several random paths. 

1. Talk to the Master at the Mages’ Guild for a hint about resting. 
2. Rest at the Mages’ Guild and talk to the Master. He will send 
you to the Magic Shop (Step 3) or the Bookstore (Step 4). 

3. Go to the Magic Shop (when it is closed) and open the 2nd 
chest for a reddish liquid. From here, you must go to the Mages’ 
Guild (Step 5) or the Rock Quarry (Step 6). 


4. Go to the Bookstore (when it is closed) and open the 4th chest. 
From here, you must go to the Dragon’s Lair Pub (Step 7) or the 
Rock Quarry (Step 6). 

5. Talk to the Master at the Mages’ Guild. From here, you must 
go to Step 8 (the Archery Range). 

6. Go to the Rock Quarry, then go to Step 8 (the Archery Range). 
7. Go to the Dragon’s Lair Pub and buy the barmaid a drink. 

8. Go to the Archery Range and reach the 4th level to get the 
next clue. 

9. Go to the Wizard’s Labyrinth and open the 2nd chest. 

10. Go to the secret room in the Mages’ Tower and open the 1st 
chest. From here, you must go to the Ruins (Step 11), the Hut 
(Step 12), or the Hermit’s Place (Step 13). 


11. Go to the Ruins and open the 2nd chest. From here, you must 
go to the Arena (Step 14). 


12. Go to the Hunt and open the 2nd chest. From here, you must 
go to the Arena (Step 14). 


13. Go to the Hermit’s Place and open the 2nd chest. 


14. Go to the Arena and defeat Taurus. From here, you must go 
to a Pub (Step 15), the Mages’ Guild (Step 16), or the Cemetery 
(Step 17). 
15. Go to any Pub and charm the barmaid. From here, you must 
go to the Shipwreck (Step 18). 
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16. Talk to the Master at the Mages’ Guild. From here, you must 
go to the Shipwreck (Step 18) or the Rat’s Nest Pub (Step 19). 


17. Go to the Cemetery and open the 6th chest. 


18. Go to the Shipwreck and open the 7th chest. From here, you 
must go to the Haunted Mansion (Step 20). 


19. Go to the Rat’s Nest Pub and buy the barmaid a drink. 


20. Go to the secret room in the Haunted Mansion and open the 
2nd chest. 


21. Talk to the Master at the Mages’ Guild. 


Cleric Quest 1 

1. Talk to the Master at the Temple of Tempus. 

2. Talk to the trader at the Trading Post. 

3. Go to the Big Tree and open the 1st chest to find a dead person. 
4. Talk to the Master at the Temple of Tempus. 

5. Talk to the trader at the Trading Post. 

6. Go to the Hermit’s Place to find the holy scriptures. 

7. Talk to the Master at the Temple of Tempus. 


Cleric Quest 2 
1. Talk to the Master of Temple of Tempus. 


2. Go to the sewer and open the 1st chest. You must decide 
whether to turn over the little man to the Red Plume Guards. 
Don’t do it and you'll next the next clue. 


3. Go to the Dragon’s Lair Pub and listen to gossip. 
4. Go to the Haunted Mansion and open the 2nd chest to find a note. 


5. Go to the Hut and open the 1st chest to find a hint from an 
old man. 


6. Go to the Ruins and open the 1st chest to find the magical incense. 
7. Talk to the Master at the Temple of Tempus. 


Cleric Quest 3 
1. Search outside the Temple of Tempus for a clue. 


2. Talk to the Master in the Temple of Tempus. You must give the 
donation to Serson to continue the quest. 


3. Go to the Mages’ Tower and open the 8th chest to find a wand 
with blue runes. 
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4. Talk to the Master at the Temple of Tempus. 


5. Search outside the Temple of Tempus to get a message about 
the Rat’s Nest Pub. 


6. Go to the Rat’s Nest Pub at 8, 9 or 10 P.M. Listen to gossip to 
meet a woman named Dalma. 


7. Go to the Rat’s Nest Pub the next day and listen to gossip. 
8. Talk to the Master at the Temple of Tempus. 

9. Go to the Rat’s Nest Pub and listen to gossip. 

10. Talk to the Master at the Temple of Tempus. 


11. Go to the Rock Quarry and open the 3rd chest to find Dalma 
and a hint about the Mansion. 

12. Go to the Haunted Mansion and open the 6th chest to find 
Tina’s ring. 

13. Talk to the Master at the Temple of Tempus. 
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The Last Ninja 


Distributor: Jaleco 
Game Type: Arcade Adventure 


WHAT’S GOING ON? 


9th Century Japan. The Mystic Shadow Warriors, based on the 
island of Lin Fen, are attacked and devastated by the forces of 
Kunitoki, the Evil Shogun. Only one Ninja survives: Armakuni. 
He fights through Kunitoki’s forces and kills him. 

20th Century America. The spirit of Kunitoki has survived 
and travelled to New York to begin a new reign of evil. 
Armakuni is brought through time by the power of the 
Ancients. His mission: To destroy Kunitoki forever! 


PLAYERS 
The Last Ninja is for one player only. 


SCORING 


You rack up points by exploring new screens and knocking the 
dishonorable lights out of your enemies. The score is secondary 
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to finding and defeating Kunitoki, of course. If you score highly 
enough, you can register your name on the high-score board of 
Tip Top Ninjas. 


LIVES AND CONTINUES 


You have six lives at the start of the game. Each life has a Power 
Meter. The Meter shrinks as you’re hit by enemy attacks. If the 
Meter runs out, you lose a life. 

When you fight your way through an entire level, you get a 
password for the next level. The password keeps track of how 
many lives you have and what items you have. The better you 
do, the better your password will be! It’s worth playing a level 
over again if you make it through with only a life or two. 


CONTROLS 


Move Ninja Select Weapon Kick 
Use Object 


Select Object Punch 
Use Weapon 


WEAPONS 


You don’t have any weapons at the start of the game. You've 
got to explore the levels to find them. 

The Nunchukas are two rods connected with a short length 
of chain. 

The Shiraken are throwing stars. When you get them, don’t 
use them. You'll need them at the end of the game. 

The Staff is a thick wooden rod. You'll also need to use it 
as a tool. 

The Sword is sharp and pointy, all the better to slash with! 
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SPECIAL ITEMS 


Some of the items you find are only used on one level. Those 
ones will be mentioned in the walkthroughs for each Level. Here 
are the items that you'll find several times during the game. 


Hamburgers are worth an extra life. 
Keys open locked doors. 


FRIENDS 


None. All your Ninja friends were left behind on Lin Fen as you 
hurled through space and time. 


ENEMIES 


Everyone. Every single person you meet should be avoided or 
beaten into unconsciousness. 


STRATEGY SESSION 


General Strategies 


The movement controls take some getting used to. If you’re 
using a joystick type of controller, you may want to put it aside 
and use a regular controller instead. Otherwise, it will be tough 
to pull off diagonal moves. 

When you knock out an enemy, he'll slowly regain strength, 
and eventually stand up to fight you again. However, if you 
aren't on the same screen as the enemy, he won't recharge. 

The Nunchukas are the best weapon to use. You can swing 
them so fast that your opponent won't be able to counterattack. 
The other weapons do more damage, but they’re slower, 
allowing your enemies time to strike. 

You don’t have to fight everyone in the game. In fact, there 
are several times when it’s best to run past an enemy, leaving 
him in your dust. 


LEVEL ONE: CENTRAL PARK 


You begin your quest 
standing on a bandstand in 
the middle of Central Park. 
Too bad you can’t play that 
tuba! Walk North and 
between the curtains. You'll 
appear backstage. A hooligan 
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sporting a Mohawk is pacing back and forth. Since you’re 
unarmed, it would be wise to avoid getting into a fistfight. 

Walk up to the white button against the 
wall and punch it. It will turn brown. Now 
run back out to the bandstand. Keep 
avoiding the punk. You'll see a trap door in 
the bandstand floor! Walk into the hole and 
you'll plummet down to the ground. 

Take the key and walk out the door, 
then move East once you're outside the 
door. Now you're in Central Park! Smell that 
smog-filled air. Or better yet, don’t. 
Run East. You'll see a hamburger stand. 


Run over to it. Watch out for the punk 
here; he’s armed with Shiraken! Grab the 
burger. Don’t worry about the 75 cent 
price marked on the stand. Maybe the guy 
will take yen? 


Go East past the stand and you'll 
come to some restrooms. Don’t worry 
about the guy with the Staff; as long 
as you stay against the right side of 
the path, he won’t attack you. Walk to 
the womens’ restroom (the one with 
the F above it) and walk inside. 


Press the B button to pick up half of the Nunchukas! Let’s hope no one 
saw you in here. Even Ninjas get embarrassed! 


Leave the bathroom and go West and Southeast, past the 
punk. Keep going Southeast, past the walls. Another set of 
restrooms! This time, there’s a corrupt policeman guarding the 
female facilities. Wait until he’s running away from the restroom, 
and then run past him and through the door. Pick up the second 
piece of the Nunchuka. You've got your first weapon! 
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Exit the restroom and try your weapon 
out on the policeman. Swing as quickly as 
you can. You'll wear him down and knock 
him out. Now run North off the screen 
before he recovers! 

Run West one screen. You’ll spot 
Shiraken on the pavement. Pick them up, 
but don’t use them! 


Go West another screen and you'll see a clown 
juggling bowling pins. Harmless, right? Wrong. 
This is an evil clown! Stay as far away from 
him as you can and keep moving West. If you 
don’t keep moving, he'll whack the life out of 
you with a bowling pin. 


Okay. You're past the evil clown! 
Pick up the map on the ground and 
move to the rungs on the wall. You'll 
climb up to the ledge. Walk to the 
West. There’s the Staff! Forward 
Vault from one ledge to the next and 
you'll get to the ledge with the Staff. 
Pick it up and vault back to ie East. 
Move above the ladder and run ; ] 
Southeast to jump down. Head East. 
Get past the evil clown again. Now 
go North and you'll be back where [F 
you first walked into the Park. Run F 
up to the Gate and use the Key to 
open it. Make sure to use the Key on 
the right side of the gate. 


When the gate’s open, run West. 
You'll reach a small stream with a 
boat drifting gently down the waters. 
This is the trickiest jump of the Level. 
Stand right on the edge of the stream 
and wait until the boat is 
horizontally aligned with you, then 
do a Forward Vault onto it. The 
timing is critical. If you miss, don’t 
get frustrated. Just try it again! 
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Eventually, by skill or luck, you're going to land on the 
boat. Now wait until the boat is close to the brick wall, 
then Forward Vault again over the stream. Nice jump! 


Run to the West. There’s a mean swarm of bees in this part 
of the Park. Run up the North trail until you’re almost at the 

z water. Now hug the top of 
the trail and Vault when 
you're about to go into 
the water. You'll jump off 
the screen and appear on 
an island! 

Switch to the Staff and 
walk over to the boat. Use 
the Staff (press the B 
button) and you'll poke 


the boat into motion. Switch back to 
your Nunchuka and move down. 
Hug the right side of the island and 
run down. Jump just before you 
touch the water and you'll leap back 
to the bee screen. 
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Run to the West and you'll be at another stream! Move 
against the fence and stand next to the water. Wait until the boat 
is to your left, then Forward 
Vault. Do another Vault as soon 
as you land on the boat to jump 
across. Walk North along the 
path and you'll leave Central 
Park! It’s off to... 


TREET 


Run East down the street. 
Move next to the crosswalk 
and wait for the street light to 
turn green, then walk across 
quickly before it changes 
back. It’s every pedestrian for 
himself in this town! 


LEVEL TWO: TH 


m 
” 


Walk along the sidewalk and go West. The 
door at the end of the sidewalk will blink. 
Walk up to it and kick the door in! Walk 
through into the door. A goon is guarding the 
Sword! Thrash him if you want and take the 
Sword, then leave the shop. 


You're back on the street. Walk East 
two screens to the crosswalk. This time, 
wait for the light to turn red before you 
cross to the next screen. 

Stay away from the red building. 
There’s a woman on the top floor who’s 
having a pretty bad day. She throws 
flower pots at you! Walk East to the next 

— screen with the Į 
phone booth. Keep 
going East for two 
more screens. Col- 
lect the Hamburger and the Bottle. After 
you take the Bottle, walk Southwest 
along the crosswalk. 

Follow the sidewalk West until you 
reach an orange shack. Go inside the door 
and press B to pick up the hidden Key! 
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Now you're ready to get out of here! From the shack, walk East 
two screens and Northwest three screens, back to the flowerpot 
lady. Walk very slowly Northwest onto the crosswalk until you 
appear on the next screen. Stand still until the light turns red, 
then move across. 

Move Northeast and stand still again. Let the light change to 
green and run across. Keep running Northeast between the 
grass and the building. You'll appear on a screen with an empty 
burger stand. Bummer. Move East and you'll find a goon 
guarding a manhole. 


Whip the goon and stand to the right of 
the manhole. Use the Key and the 
manhole will open. Walk into the 

manhole—and into... 


LEVEL THREE: THE SEWERS 


Follow the ledge East. Pass 
the goon and run into the 
dark door. Now enter the next 
black door. Beat up the 
policeman and pick up the 
Key on the ground. And while 
you're at it, take a close look at the bricks pap I EFF 
on the far right side of the screen. Whose E = qans 
PLA 


initials are those? 

Leave the room, head West, and use the 
Forward Vault to soar over the chasm. On 
the next screen, use the Vault again. As you 
start walking down and West, get ready to 
Vault over a spider that jumps off the wall 
and attacks you from behind! 


You've reached a grate. Stand 
below it and use the Key to open it 
up. Walk into it. You'll fall to the 
bottom of a ladder. Run East and 
you'll see three doors! Give lickings 
to the goon and walk through the 
middle door. If you walk through 
the left or right door, you'll die! 
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Follow the ledge until you 
reach another three doors. This 
time, take the door on the left. 
Now walk to the East. Vault over 
the attacking rats! You'll need to 
Vault twice, once near the middle 
of the screen and once near the 
Eastern edge. 


The ledge will lead to two doors. Use the left one. Defeat the 
goon in the room and select the Bottle as your Holding object. 
Walk up to the torch on the wall, near the grate. Use the Bottle 
and the torch will turn it into a Molotov cocktail! Walk East. 


There’s an alligator blocking the door out of this smelly 
place. Walk close to the door (but not too close) and start 


throwing the flaming 
Bottles. Eventually, you'll 
hit the alligator! After it 


of teenage mutant Ninjas | 
might like it in the sewer, ff 
but this Ninja prefers... 
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LEVEL FOUR: THE OFFICE 


You're attacked by a goon at the very beginning of the Level. 
Knock him out and pick up the rather large Credit Card next to 
the door. Walk East. Pick up the piece of Chicken against the 
East wall and walk East again. 

There’s a box of white powder here. Use the Chicken next to 
the crate and you'll dip the Chicken into the powder. Walk East 
and you'll see a black panther guarding the elevator door! 

Ready the Chicken and move carefully into position just below 
the chair. Inch your way to the right until the panther crouches up, 
ready to pounce. Keep inching until the panther leaps. 


Now quickly hit B! If 
your timing is right, 
you'll drop the poisoned 
Chicken and the panther 
will bite into it, sending 
itself off to dreamland. 


Walk to the control panel on the right side of the elevator 
door and use jhe Credit Card. The elevator door will open. Walk 
into the elevator. You'll emerge in a 
blue-carpeted lobby. Walk Southwest 
off the screen, then move into the door 
in the Northeast corner of the screen. 
You'll enter the computer room. 

Walk up to the computer and 
press B. You'll get a Code Number. 
This is crucial! Hold onto it! Walk East 
and leave the office, then walk West. 
There will be two doors on this screen, 
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one with a white frame (on the left) and one with a gray frame 
(on the right). Use the white door. White? Right! 

Now you're in a keen green 
office. Move below the desk against 
the East wall and hit B to press a 
(not so) secret button. A secret door 
will open up! Walk through the 
e door. Climb quickly up the ladder 
s 7 on the wall. At the top of the ladder, 

= <= run East into the door. 
You’re in the kitchen now. Beat up the goon and take the 
Hamburger on the floor. Don’t worry, it’s a clean floor. Now 
walk into the white door to the North. 


What a huge fan! Hug the wall and press Up 
to walk North. The fan will blow you toward 
the ledge, but if you keep walking North, 
you'll eventually walk out of the range of the 
fan. Don’t try to jump over the fan, or you'll 
fly over the ledge in an instant! 


Walk up to the gate on the left side of the fan 
and press B to remove it. Walk into it and 
you'll appear on a very narrow ledge. Vault 
West over the crack and move off the screen. A 
thug is on this section of the ledge. Zonk him 
and move past. Sometimes, the thug collapses 
so that you can’t walk by him. If this 
happens, just get ready to blast him again the 
moment he gets up! 


Follow the ledge to a ladder and climb on up to safety. Or is it? 
At the top of the ladder, run Northwest and Northeast along the 
edge of the building. When you reach the 
next screen, you'll see a helicopter fly 
onto the screen from the left. Let the 
chopper (seemingly) fly off the right side 
of the screen. Now jump up onto the 
small ledge at the far right of the screen. 
Hit B and you'll grab the ladder below 
the unseen helicopter, hitching a ride to... 
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LEVEL FIVE: THE MANSION 


You're on the roof of this fine estate. Time to 
drop in on the occupants. Move East until 
you reach the window. Position yourself 
next to the line above the right side of the 
window. Press Down 
and you'll leap through 
the glass! 

When you land, 
run West two screens, 
down the stairs and to 
a goon guarding a gray 
door. Run into the 
brown passage to the 
right of the gray door. You’re now in a luxurious office. Defeat 
the guard and pick up the Key next to the desk against the West 
wall. Walk West out of the office, then go North up the stairs 
into the next screen. 

Use the Key to open the door and go through. This room has a 
rope hanging on the Eastern wall. Take the rope and return to the 
blue hallway. Walk East and then through the Northwest passage. 

Take out the goon and then maneu- 
ver next to the black door. Use the Rope 
and you'll be able to enter the door. 
You're in the Mansion’s kitchen! Take the 
Key on the floor and run West. You'll 
come out of a green door and reappear in 
the luxurious office. 

Run to the West, out of the office, 
and use the Key to open up the gray 
door. Go through and you'll go into the 
Mansion’s basement! Climb down the stairs and defeat the 
guard, then move to the fusebox just to the left of the black 
door. Press B to turn on the 
lights and go through the 
now-lit doorway. 

Watch out for the walls on 
this screen. They’re electrically 
charged with enough current 
to kill an elephant, much less 
a man. Wind through them 
and go through the door in 
the East Wall. 
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This steaming machine isn’t a big hassle. Just hit Select and 
B until you're not using any weapons. Now punch the fusebox 


Et 
E 


on the right side of the machine. The plume of steam will start 
spewing out above you, where it's harmless. Walk through the 
door and prepare for... 


LEVEL SIX: THE FINAL BATTLE 


There’s a goon here that you can either take on or run away 
from. It’s up to you. Move East, past him, and you'll be in 
Kunitoki’s inner sanctum! 


Walk to the safe on the East wall. 
Switch your Holding object to the Code 
Number. Press B and you'll get to crack 

the safe! Input the Code Number and 
press B to open the door of the safe. An 

Orb is inside. Don't pick it up yet. 


Toggle your weapon to the Shiraken. Now 
press B to take the Orb. Kunitoki’s ghost 
will appear directly behind you and start 
attacking! This is the Final Battle! 
Defeating Kunitoki will take skill and 
luck... and The Secrets if you need them! 
Good luck! 
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SHH... THE SECRETS 


Defeating Kunitoki 


When Kunitoki appears, run away from him. His attack is 
incredibly strong. Two hits will kill you. Keep moving until 
Kunitoki is standing inside 
the star on the ground, then 
throw a Shiraken at him. 
Don’t bother with any other 
weapon, because only the 
Shiraken will hurt Kunitoki. 
This is why you've been 
holding onto the Shiraken 
for so long! He'll fall to the ground. Now you've got an 
incredible feat to pull off. 7 

Start running to the 
points of the star and press 
B to light the candle on each 
point. You have to light all 
five candles, with Kunitoki 
inside the star, before he 
recovers all his strength and 
gets up again. If he gets up, all your candles go out and you have 
to start all over again by knocking him down within the star. 

If you manage to light all five candles, Kunitoki will turn 
into a fireworks display! Move back to the safe and put the Orb 
back inside. You’ve won the game! 

If you're really having trouble lighting candles, you can 
practice them. To do this, go through all the steps described 
above, but stop before you pick up the Orb. Instead, run around 
the star and learn where to stand when you press B. If you aren’t 
standing just right, you'll kick at the air instead of lighting the 
candle, wasting precious seconds. 


Passwords 


These passwords will take you to all the Levels except Central Park 
(you don’t need a password to get there, just Start a New Game). 
The Street: 611111612314901 
The Sewers: C444444F5041DG4 
The Office: 7000008036058C0 
The Mansion: HCDCD8081086048 
The Final Battle: BG9G9F5FCFD950F 
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Pirates! 


Distributor: Ultra Games 
Game Type: Arcade Adventure 


WHAT’S GOING ON? 

For over a hundred years, the Caribbean was ruled by men who 
lived outside the law. They looted towns, searched for ancient 
treasures, and destroyed the ships of anyone who dared get in 
their way. They were called buccaneers, renegades, and outlaws, 
but only one word truly described them. Pirates! 


PLAYERS 


Pirates! is for one 
player only. 


SCORING 


The goal of the game 
is to retire after a long 
and successful career 
on the high seas. The 
better you’ve done 
during your adven- 
tures, the more com- 
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fortable your retirement will be (and the higher your final rank). 
There are 24 different ranks, from King’s Advisor to Beggar! 


LIVES AND CONTINUES 


=== You Start out as a young 
frien put the malcontents landlubber, aching for 
adventure and a better life. 
You gain control of a single 
ship and a small group of 
buccaneers. From here, you 
can do almost anything, 
but your major goal should 
be to do what any red- 
blooded pirate would do 
—raid towns, capture 
ships, and find gold! 

You’ve only got one life, but you’ll never die during the 
course of your career. The worst that can happen to you is that 
you're captured and rot away in prison for many months before 
being released. Since you age as the game progresses, you lose 
precious adventuring time when this happens. 

Eventually, you'll get too old to adventure any more. At this 
point, you automatically retire and your final rank is given to you. 


CONTROLS 


Steer Ship (Sailing) Action Button 
Aim Sword (Duel) 


Status Screen Pause 
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WEAPONS 


Swordfighting 
Before a swordfight, you have to choose from one of three swords. 


The Rapier has a long range, but doesn’t do much damage. 
The Longsword has average range and does average damage. 
The Cutlass has a short range, but does lots of damage. 


Once you've selected your sword, the fight begins. You can 
use regular attacks or slashing attacks. A slashing attack does 
more damage to your enemy, but it also leaves you more 
vulnerable to attack yourself. 

There are two types of swordfights. The first type is a simple 
one-on-one duel. The second type is when you're storming a fort 
or ship. Your enemy will be the captain of the opposing force. 

Keep an eye on the Force indicator at the bottom of the 
screen to see how your crew is doing in the battle. Their 
performance is directly related to their Morale, and Morale is 
directly related to how you perform against the enemy captain. 
The better you do, the higher the Morale of your men. Morale 
levels go from Wild! (best) to Strong, Firm, Angry, Shaken, and 
Panic (worst). If the enemy captain’s forces are panicking, a few 
hits will take him down to his knees. Once an enemy drops to 
his knees, you’ve won the battle. 


Ship-To-Ship Combat 
Before entering ship-to-ship battle, you have to choose one of 
the ships in your fleet. There are many different ship types in the 
game, and you'll encounter every type before your adventuring 
days are over! 
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Ship Max. Crew Max. Cannons Cargo Space 
Spanish Galleon 288 36 160 Tons 
Spanish War Galleon 256 32 140 Tons 
Fast Galleon 224 28 120 Tons 
Frigate 224 28 120 Tons 
Merchantman 198 24 100 Tons 
Cargo Fluyt 160 20 80 Tons 
Barque 128 16 60 Tons 
Sloop 96 12 40 Tons 
Pinnace 64 8 20 Tons 


Once you've selected your craft, the battle begins. You start out with 
Battle Sails, but you can raise them to Full Sails for added speed. 
You can also fire your cannons at any time. After firing, you'll have 
to wait for your crew to reload before you can fire again. 
If you get close 
enough to the enemy 
he Seee2 | ship, you'll board it 
and enter into combat 
with the enemy cap- 
tain. See Sword- 
fighting above. If the 
enemy ship is com- 


pletely outnumbered 
or damaged beyond 
repair when you 
board, it will surrender 
to you by “striking its 


es 4 
colors” (raising the $F She oren nests? 


white flag). 
When you conquer an enemy ship, you can take it for yourself, 

or loot and sink it. You can take your pick of the ship’s cargo and 

cannons. You can even recruit the men aboard the conquered ship! 


SPECIAL ITEMS 


Maps are very important in this game. These scraps of paper 
will lead you to relatives and hidden treasures worth tens of 
thousands of gold pieces! You can buy maps from people in 
Taverns, and you'll also get maps from relatives that you save. 
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Whenever you sail into a friendly port, you can visit several 


different locations. 


we are at 
sith the Spanish and 


The Governor will 
tell you which 
countries his coun- 
try is at war with or 
allied with. He'll 
give you special 
missions and re- 
wards for serving 
his country. He may 
even introduce you 
to his daughter. 


seth 


STEFANIE, 


the Dutch. 
charge you 


to seek 


t and destroy our 
nemy’s ships and toms?” 


Daughters have four 
different physical appear- 
ances, ranging from 
homely to bodacious. The 
prettier daughters are the 
ones to settle down with, 
but they won’t consider 
marrying you until 
you’re a man of wealth 
and status. Sometimes, 
they're being courted by 
other guys! You have to 
duel the “other man” to 
win the hand of your 
lady love. 


The less bodacious females will sometimes be so swayed by 
your wit and charm that they'll become sources of information. 


Visit them to learn the 
locations of the Treasure 
Fleet and Silver Train. 


The Tavern is the place 
to recruit men for your 
fleet. The higher your 
reputation, the more 
men you can recruit. You 
can only get men the first 
time you visit a Tavern. 


EC FS 
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Sometimes, you'll meet other folk in the Tavern, with 
information or maps for sale. The information tells you about 
towns, while the maps lead you to buried treasure! 


The Merchant will buy and repair ships, and he'll also buy or 
sell cargo. Some merchants offer more for goods than others, so 
search around to find the best selling price for your cargo. 


ENEMIES 


At the beginning of the game, you don’t have any enemies, 
except for the rogue pirates sailing around. As you attack ships, 
however, you'll make enemies with those ships’ nationalities. If 
England is at war with Spain, and you attack Spanish ships, you 
can’t sail into a Spanish port without being attacked. Sometimes, 
countries will declare amnesty, and they give all pirates, 
yourself included, a clean slate. 


STRATEGY SESSION 


Taking To The High Seas 


If you’re just getting into the game, start in the era of The 
Buccaneer Heroes (1660). Then select English Buccaneer as your 
nationality. The English government was far more supportive of 
pirates (which they called privateers) than the French, Dutch or 
Spanish. 

At the Apprentice difficulty level, everything’s easy, so 
choosing a Special Skill won’t do much for you. At the higher 
difficulty levels, things are tougher, and your Special Skill will 
make a big difference. It’s best to go with Skill at Fencing, since 
swordfights are such a crucial part of the game. If you want 
even more of a challenge, choose one of the lesser Skills. Wit and 
Charm is perhaps the least useful of all the Skills. After all, what 
good is flirting with governors’ daughters when you keep 
getting run through in swordfights? 


Swordfighting 

Forget the Rapier. It’s not much more than an oversized pin! 
Your enemies will shrug it off with ease. Use the Cutlass to 
strike quickly and raise the Morale of your men. The damage 
the Cutlass does is much more to your advantage than the 
longer range of the Longsword and Rapier. 
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Use a stick-and- 
move approach to 
combat. Move in 
and whack your 
enemy, then back 
out of his range. Use 
the regular attacks 
when you strike. 
The slashing attacks 5 
leave you wide open FESES 


NIA ME 
for counterattacks. N rogce: SOInRERO OFF en 
NORRALE: ANGRY FIRM 
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Selling Cargo 
m Most of the Spanish 
——— SS MERCHANT ORICE] ports will refuse 
trade with pirates 
like yourself, but 
English, French, and 
Dutch ports are 
always willing to do 
business with you. 
The wealthier towns 
will generally pay 
more for sugar and 
goods than the 
smaller towns. 

If you've made enemies with the government of one of these 
rich towns, try sneaking into town by land, and then going to 
the Merchant. If your reputation is too high, you won't be able 
to get into town, because you'll get recognized by guards and 
have to swordfight. 


Ships and 


Ships’ Crews 


In the Caribbean, the 
prevailing winds are 
always blowing to the 
west. If you’re sailing 
west, you'll make great 
time, even with the 
largest and slowest 
ships. Sailing eastward, 
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however, is a chore for even the smallest, speediest craft. If 
you're going westward, go ahead and capture a few large ships. 
You can always sell them off at a friendly port. If you're going 
east, keep your fleet small and avoid sailing with slower ships. 
A smaller crew is easier to keep happy than a larger crew, 
mainly because their shares of the wealth are larger! A larger 


: crew is n sary t 
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NMARGARITA fs at your pillage large ports, 
pee cy es the remainder 3 
e garrison flees. especially the huge 
N?our cree begins to round $ 
d and valuables. pay Spanish ports such 
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as Havana and 
Santiago. Build up 
on men if you’re 
going to storm one 
of these towns. 

If you've got a 
large crew, and you 
want to call it a voyage and divide the plunder, attack a large 
town by land. Let one or more of your groups get slaughtered, 
then have your remaining men retreat. By whittling down your 
crew, you'll have fewer shares of the treasure to give away. 


The Governor 


Visit the Governors 
frequently to get 
promotions and spe- 
cial missions. When 
you get a special mis- 3 
sion from a Guy, don’t IE bee N Sy eed 
visit him again until JReoz2é5°usSa°Sou' eRe Eiei oN 
Mins ign? 
you’ve completed the 
mission. Otherwise, he'll tell you how disappointed he is, and 
you'll lose considerable face! 

Make pleasant conversation with the homely and average 
daughters. If you're lucky, they'll be so overwhelmed by your wit 
and charm that they'll start giving you the locations of the 
Treasure Fleet and Silver Train. When you find a beautiful 
daughter, don’t try to marry her until you're a high-ranking pirate. 


Ship-To-Ship Combat 


There are three strategies to use, depending on the sizes of your 
ship and the enemy ship. 
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equal size, you can try to 
destroy the enemy ship 
entirely, or board and cap- 
ture it. Since the ships have 
equal capabilities, you can 
try just about anything! 

If your ship is larger 
than the enemy ship, the 
enemy will probably try 
to outrun you. As soon as 
the battle begins, start 
turning so you can get off a round of cannon fire. If you can hit 
the enemy ship before it starts to run, you'll slow it down 
enough to catch up to it. 

If the enemy ship is larger than your ship, you've got 
problems. You'll be more maneuverable, but a few hits from the 
enemy’s guns will leave you a smoking wreck. You can try to 
pepper the big ship with cannon fire, killing enough crew 
members so that you can board and capture the ship. Or you can 
just sail right for the ship, trying to board it before it gets a 
chance to fire at you. Finally, you can take the easy way out and 
run away, using your ship’s superior speed. 


Storming Forts 


You can attack a town by land or by sea. There are only a few 
towns that are totally inaccessible by sea, so you'll be using the 
sea attack most often. 

Sail at towns from the east if possible, to give yourself the 
advantage of strong winds. Trying to storm a fort when the 
wind is against you is very difficult. 

Once the battle has started, you can stay far away from the 
fort, showering it with gunfire to whittle down the army inside. 
Or you can go for the kamikaze approach and sail directly for 
the fort, dodging cannon fire as you sail inland. If you’re going 
to sail at the town, make sure you've got the wind with you. 
Otherwise, it’s a hopeless cause. 

Land attacks are hard to win. You only want to use them to 
reduce the number of men in your crew or to take a town 
heavily defended against sea attacks. Use one group of men to 
lead the enemy army away from its fort, then storm the fort with 
your other group. 


169 


Nintendo Games Secrets 3 


Maps 

Visit the Tavern of 
every town you visit. 
If one of the patrons 
has got a map, he 
asks you if you want 
to buy it. Take it off 
his hands and you'll 
have the location of a 
treasure chest! 


Compare the map you see on the screen with the map included with the 
game. When you find an area that matches, sail there. 


Whenever 
you're promoted by 
a Governor, he'll tell 
you about an evil 
Spanish Count who 
knows the where- 
See abouts of one of 


ae killed qd ` 
TRR ETT E, your relatives. 


Sail to the town where the Count is located. Defeat him in a swordfight 
and you'll get one-fourth of a map showing the relative’s location. 
Defeat four Counts and you'll have the entire map! 
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Whenever you find 

a relative, they give you S 
one-fourth of a map s 
showing the location of 
a lost Incan treasure! 
Incan treasures are 
worth an astounding Eesen 
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Pirates! 


As you sail around, 
you'll be attacked by 
pirates. They fly the 
Jolly Roger, since 
they aren’t loyal to 
any nation. 
gh! it’s phat promising If you capture a 
us pirate, you can ask 
him about the Trea- 
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for ransom. If you're 
friends with a Governor’s daughter, you should already be 
getting info about the Fleet and Train, so hold the guy for ransom. 
In fact, you should always hold pirates for ransom. 

If you captured the pirate near a friendly port, sail into the 
port and talk to the Governor. He'll take the pirate off your 
hands and congratulate you for keeping his country safe. You 
may even get a promotion for bringing in a pirate! 

Sometimes, captured pirates will escape from the ship while 
you're in port. Generally, the longer you hold a pirate captive, 
the better the chance that he'll escape the next time you dock in 
a friendly port. 


SHH... THE SECRETS 


So what's the best way to “go for the gold?” First, get yourself 
some men at the Tavern. You should always have at least 50 
men, and preferably more. As you upgrade to larger ships, 
you'll need larger crews to man them and to operate the guns! 
The best ships to have are Frigates. They’re the perfect 
balance of maneuverability and armament. It’s also fun to get War 
Galleons. A few of these babies will let you take ships and towns 
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almost at will. Of course, keeping a big crew happy is difficult. 
Get used to desertions if you’re sailing with a large crew. 

To get a high rank 
when you retire, spend 
the majority of your 
time searching for your 
relatives and gathering 
the Incan treasures. This 
is hard to do with a x 
large STEW SEICE you'll your wildest Grenn 
be spending a lot of gåt 
time sailing around, Ñ N 
without gathering much Eat 
wealth (at least until you hit the jackpot with the Incan treasure). 
The more relatives you discover, the better your rank at the end 
of the game. 

When you're sailing against the wind (in other words, any 
direction but west), use a real-life sailing technique called 
tacking to move faster. Keep steering back and forth into the 
wind, zigging and zagging back and forth. If you just face 
directly into the wind, you'll crawl along. Tacking takes more 
work, but you'll move faster. 


Se SS eS SSS, 


Keep a close eye on the latest news. Look for enemy ports 
weakened by Indian attacks or malaria. The ports will lose 
soldiers to these events. On the other hand, avoid towns that 
have been raided by pirates. Their troops will be reinforced and 
ready for action. 

Here are the ranks that Governors bestow upon you, from 
lowest to highest: Ensign, Captain, Major, Colonel, Admiral, 
Baron, Count, Marquis, and Duke. Once you become a Duke, 
you should have very little problem obtaining the interest of 
beautiful daughters! 

Pirates! is a very open-ended game, and you can try many 
different strategies to see what happens. For example, try NOT 
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pirating. Instead, carry cargo back and forth between different 
ports, buying when the price is low and selling when it’s high. 
You'll find that making an honest living isn’t too easy! Have fun! 
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Robin Hood: 
Prince of Thieves 


Robin Hood: 
Prince OF Thieves 


$ Press Start 


©1991 VIRGIN GANES INC. 
ALE RIGHTS RESERVED. 


Distributor: Virgin Games 
Game Type: Arcade Adventure 


WHAT’S GOING ON? 


While King Richard is off fighting the Crusades, Merry Olde 
England is falling into chaos. The country is slowly being 
taken over by the Sheriff of Nottingham and his evil mother, 
Mortianna. 

Meanwhile, Robin of Locksley escapes from an Arab 
dungeon and returns home to England. He’s shocked by what 
he finds, and he learns that sometimes, the only way to uphold 
justice is to break the law... 


PLAYERS 


Robin Hood is for one player only. 
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SCORING 


If you saw the movie (and who didn’t?), you already know the 
goal of the game. Escape from prison, gather together your 
Merry Men, and defeat the Sheriff of Nottingham! You don’t 
score points, but you do have two ways to measure your 
progress: Levels and Experience Points. When you defeat 
enemies, you score Experience Points. Once you have enough 
Experience Points, your Level increases. 


LIVES AND CONTINUES 


You only have one life, and a number of Hit Points. When you 
get hit by enemy attacks, you lose Hit Points. Run out of Hit 
Points and you lose the game. The higher your Level, the more 
Hit Points you have. 

You also get three continues. When the third continue is used 
up, and you die again, you have to start back at the beginning. 


CONTROLS 


Directional Pad Use LeftHand Use Right Hand 
Attack Jump 
Pick Up Object 


Pause Option Menu 


WEAPONS 

At the start of the game, you'll find a Sword (which you use to 
clobber the fiend torturing your buddy!). As the game 
progresses, you'll find three different bows to shoot arrows 
with: the Long Bow, Cross Bow, and Locksley Bow. You can also 
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borrow the weapons of your Merry Men. Try out Little John’s 
Staff and see how you fare with it! 


SPECIAL ITEMS ppmaer REE 
You're going to find f - Lexel: oop 
stuff all over the place! “ Hit Points: 
You'll spend more time 


picking things up than 
you will fighting evil 
dudes. Luckily, every- 
thing is handled 
smoothly by the Inven- 
tory screen. Each cha- 
racter under your con- 
trol (including Robin 
Hood, of course) can hold six items in his pockets, and two in his 
hands. Now, about some of the stuff you'll be finding: 


Apples are scrumptious fruits that recharge 8 to 30 Hit 
Points when you munch ‘em up. 

Loaves of Bread aren’t quite as good as Apples, worth only 
8 to 20 Hit Points. 

Legs of Meat are about equal in Hit Point value to the 
Loaves of Bread. 

Quivers add ten Arrows to your collection. 

Bags of Gold and Gold Coins add to your ever-growing 
supply of Gold Pieces. You'll only need your Gold for one 
event in the game, but stock up anyway. 

Yellow Potions restore 100 Hit Points. 

Red Potions restore 50 Hit Points, and make you run very 
fast for a short while. 

Bandages restore only a few Hit Points, even less than food. 
Use them as soon as you get them to free up inventory slots! 
Armor absorbs some of the damage caused by enemy 
attacks. Leather Armor is the weakest, while Locksley 
Armor is the best! 


FRIENDS 


Peter will fight with you in the Arab dungeons, but he 
won't survive too long. He'll give you a ring to take to his 
sister Marian. 

Azeem is another person who joins you in the Arab 
dungeon. He'll be with you through the entire game. 
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Duncan is the servant of Robin’s father. When you find him, 
he'll be blind. Duncan can hold items like any other character, 
and believe it or not, he’ll even participate in a few battles! 
Little John will become a Merry Man after defeating him in 
battle. Once he’s with you, he'll be at your side to the very end. 
Friar Tuck is the last person to join your band. Rescue him 
from the Sheriff’s men as they pass through Sherwood Forest. 
Maid Marian is Peter’s sister. She'll help you several times 
during the game. Defeat the Sheriff and you and Marian will 
have a bright future ahead! 


ENEMIES 


Guy of Gisborne is the Sheriff’s relative. As you'll learn 
soon into the game, he’s the man who killed your father! 
The Baron may not have been in the movie, but he’s sure a 
bad guy in this game! You’ll meet up with him several times 
during your quest. 

Mortianna is the Sheriff’s mother. She practices witchcraft, 
and has a huge skeleton for a bodyguard! 

The Sheriff of Nottingham is the biggest bad guy of them 
all. Defeat him to restore justice to England! 


STRATEGY SESSION 


General Strategies 


If you’re an experienced gamer, Robin Hood may not be your 
mug of ale. It’s aimed at beginners and younger players who 
have seen the fabulous feature film. If you fall into this category, 
Robin Hood is the game for you! 

Your Experience Level doesn’t really matter too much. You 
can finish the game at Level 5 without any trouble. Don’t spend 
an insane amount of time building your Experience Points, 
because you simply don’t need to! 

Explore VERY thoroughly. Don’t go through a section of 
forest without checking every pathway, and don’t go into a 
castle before walking all the way around it to pick up stray 
Apples and Quivers. Every little bit helps! 

Search all of the “dead bodies” of your enemies to find 
items. With very few exceptions, a body will have an item for 
you to collect. 

Refer to the Map option on the Inventory screen often. Even 
though it’s tough to get lost, it can happen. 
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Before you get into a Melee, equip yourself with a Bow. 
Then, during the Melee, you can press A to strike with your 
Sword and B to shoot arrows at attackers! 


THE ARAB DUNGEONS 


At the start of the game, 
you're a prisoner in an Arab 
dungeon. Peter, your friend, 
is being tortured! Walk north 
and take the Sword resting 
next to the furnace. Use it to 
defeat the torturer! Peter will 
be free at last! 

Search the torturer’s 
body to find a Door Key. Pick 
it up and walk into the door. 
You'll automatically use the 
Door Key. Now walk up and talk to the man chained to the wall. 
He'll ask you to release him. Say Yes and he'll join your party. 
It’s Azeem! 

Search the cell next to Azeem’s to find a hidden Door Key. Pick 
it up and open the next door. There’s a guard standing in your 
way. Hit him with the Sword and you'll enter into Duel mode! 

Each Duel has a different strategy. For this Duel, jump up 
and over the table. Squat down with your back to the table and 
let the guard approach you. Wait until the guard swings his axe 
three times in a row, 
then stand up quickly 
and strike him with 
your sword. Squat 
back down again 
before he swings. Wait 
for his next triple 
swing and strike again. 
Repeat the attack pat- 
tern until you defeat 
the guard! 

Search the guard’s 
body for a Torch. With- 
out it, you'll be blind 
in the next section of the game. Walk to the Southeast corner of 
the room and Search to uncover a secret passage. Enter the 
passage and you'll be inside... 
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THE CATACOMBS 


It’s time to learn the super-duper, ultra-easy, mega-rad Robin 
Hood Power-Up Method! Just run north and find a narrow 
passageway. Stand in 
the narrowest part of 
the passage, facing the 
four-way intersection. 
Now wait for your 
enemies to come to 
you. Swing the Sword 
constantly to hit them 
as they attack. You'll 
be untouchable, since 
your enemies have to 
approach you directly. 

You can power up 
almost endlessly, but 
we recommend you 
only go up to Level 3. You don’t need to build any higher than 
that to get through the game, so why bother? 

Once you've achieved 
Level 3, start running 
North to the exit. When 
you're close, the guards 
will attack in force, and 
you'll enter your first 
Melee sequence! Here, 
you see Robin Hood and 
his fellows from a top- 
down perspective. 

Stay close to Azeem 
and Peter as they hack 
and slash the approach- 
ing enemies. A few 
attackers may start to fire 
arrows. Get out of the 
way! These arrow streams 
can be quickly fatal. You can switch control during Melee, to 
fight as Azeem or Peter, but stick with Robin Hood. Azeem and 
Peter will hold their own. 

When the battle is won, Peter will collapse. He'll give you a 
ring to take to Marian. Run North to escape the Catacombs and 
return to... 
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ENGLAND 


There’s an old woman 
walking around near the 
start. Talk to her to receive 
the bad news: the Sheriff is 
taking over! For now, that’s 
not your concern. Move 
South and look around until 
you spot a Chest Key. Pick it 
up and then walk West 
through the forest. 

When Azeem hears noises to the North, walk in that 
direction. You'll meet Guy of Gisborne. He'll sic his men on you. 
Time for more Melee! Take one side of the screen while Azeem 
takes the other. Again, be wary of archers. When Guy’s men are 
defeated, he’ll run away—for the moment! 

Grab the Long Bow on the ground, along with the other 
goodies, and move North. Talk to the boy in the tree, then open 
the chest with the Chest Key. You'll get a Yellow Potion for your 
troubles. Continue walking West until you reach the grounds of... 


LOCKSLEY CASTLE 


Walk around the Castle 
before actually going inside 
to collect the items laying 
around. Then enter the 
Castle. It’s in ruins! And 
your father is strung up on 
the door leading inside! 
What's going on? 


Go into the Castle and 
walk North. Watch out for 
the pesky, quick-moving 
dogs. Search the passages 
on the left. You'll find 
Duncan at the end of one 
of the passages. He’ll 
explain what happened, 
and give you the Medal- 
lion of Locksley. 
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Walk back outside of the Castle to bury your father, then go 
Southwest to find a pathway leading back into the forest. Walk 
quickly to the West and get to... 


DUBOIS CASTLE 


The entrance to the Castle is 
guarded by a ruffian who 
won't let you in unless he 
knows who you are. Go into 
the Inventory screen and 
place the Medallion around 
your neck. Go back into the 
game and bump into the 
guard. He'll let you pass now. 

Switch back into your 
Armor once you're inside 
and walk East to find 
Marian. Before you talk to 
her, pick up the Armor on the ead It’s quite mn but it’s 
more effective than the Leather. You can give the Leather Armor 
to Azeem. 

After chatting with Marian, the Sheriff’s soldiers will storm 
the Castle! Marian will give you a bridle and tell you to run. Good 
advice! Head back to the exit. The Sheriff’s men, for the first time, 
will start shooting arrows at you. Be very careful not to get hit by 
a stream of arrows while walking down a narrow passage. 

Once you get back 
outside, walk Southwest to 
find two steeds standing 
still. Get next to them and 
go into the Inventory screen. 
Use the bridle to enter a 
horse-riding sequence! 

This sequence is tricky 
the first few times you try it, 
because if you fall, you die 

- instantly. Here’s what to do: 
hold the controller Right to gallop in that direction. When a 
puddle of water appears, press either A or B to leap over it. The 
puddles come in groups of two, one right after the other, so be 
ready. After clearing many groups of puddles, you'll escape the 
Sheriff’s men and ride into... 
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SHERWOOD FOREST 


Search the Forest as you walk to the North. Eventually, you'll 
come to a log bridge guarded by John Little. You can’t pass the 
bridge unless you fight him. 
Accept the challenge and 
you'll enter a Duel. 

Squat down on the left 
side of the log and let John 
come to you. Wait until he 
swings above your head five 
times and ducks, then stand 
up and start swinging. When 
John rises and gets hit, squat 
back down again and be 
ready to repeat your attack. This Duel takes a long time, but it’s 
worth the effort. When you beat John, he'll join your party and 
take you to... 


THE CAMP 


Okay. Up to now, everything’s been pretty much like the film, 
right? Well, the next few sections of the game won’t have 
anything to do with the film. They’re still fun, though! 

Talk to the man standing near the building plans. He'll tell 
you that his lady love was stolen away by an evil Baron! Well, 
you'll just have to call the wedding off, won't you! Leave the 
Camp and head into the forest. Walk South to find... 


THE CATHEDRAL 


Go inside and talk to the old woman next to the door for a 
laugh. Walk East and look closely at the wall for a small black 
space. Walk into the 
space and you'll walk up 
to the top floor. 

Loads of arrow- 
shooting soldiers are up 
here guarding the Baron’s 
quarters in the Northwest 
corner. Grab the Letter off 
the table, then return 
downstairs. Walk right 
up to the Baron and you'll discredit him badly with his letter. 
He'll challenge you to a Duel! 
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This Duel’s the easiest one yet, if you position yourself 
properly. Just make sure you're on the ground, and that the 
Baron is standing on the table. This way, you can swing and hit 
his legs, and he can’t hit you at all! Whack away until he’s 
beaten. He'll run away with his tail between his legs. 

Leave the Cathedral, go back into the forest, and return to 
the Camp. Talk to the standing man for your next assignment, to 
find and kill a giant boar wreaking havoc on nearby villages. 
Leave the Camp to look for... 


THE GIANT BOAR 


Check out your Map and look for three paths to the North. Walk 
to the West end of the middle path and you'll find the entrance 
to the Boar’s cave. You'll probably need to kill quite a few pigs 
before you can even get inside! 

— Killing the Giant Boar is 
simple. Switch to your Long 
Bow and go as far to the left as 
you can. Try to get the Boar 
stuck against the left side on 
the top of the screen. If this 
happens, shoot arrows at the 
paralyzed Boar to easily 
destroy it! 

If you can’t get the Boar 
stuck, don’t worry. Just dodge 
it when it comes down at you, 
: and hit it with several arrows 
when it moves upward. Each arrow will do 20 Hit Points of 
damage, so the Boar will die quickly. 

Once the Boar is gone, walk atop the skeleton. Search the 
skeleton four times. You’ll uncover gold, a bandage, the 
Locksley Bow, and Locksley Armor! Equip yourself with the 
Locksley items, and give the heavy armor to one of the other 
characters. Don’t equip the Locksley Bow yet. Stick with using 
your Sword or Long Bow. The Locksley bow uses five arrows 
per shot, and you can’t afford to waste arrows until near the end 
of the game. 

Leave the Boar’s Den and return to the Camp. The tree huts 
are proceeding quite nicely! Walk into each ladder and you'll 
climb up into the huts. Search all the huts to find items. Then 
return to the solo man to see what’s up. Some of your men are 
missing! Leave the Camp to search for... 
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THE HAUNTED WELL 


You'll find the Well as far 
South as you can go in this 
stretch of Forest. Search the 
body to find a letter from 
Mortianna! Don’t worry about 
her threat yet. Walk as far East 
as you can and look closely at 
the ground. You'll see a length 
of Rope! Pick it up and return 
to the Well. Stand next to it, 
enter the Inventory screen, and 
Use the Rope to climb down 
- into the Well. 

Walk East and then North to get through the well and into a 
Druid dungeon! Gross! Walk North and West into the first 
prison cell. Pick up the letter and read it to see the names of the 
programmers of the game! Strange, eh? 

Leave the cell and walk North to find the next one. The 
letter inside here has a typical threat. Pretty droll. Leave the cell 
and walk North. You'll 
meet Mortianna and her 
skeleton guardian! You 
can’t beat the skeleton yet, 
as she’ll tell you, so run 
away, back through the 
Well and back to the Forest. 


Return to the Camp. = = 
Talk to Mr. Assignment he ROBIN: MARIAN ou 
to learn that Marian is ÆG jis eye > aa 


waiting to meet you. Leave 
camp and go through the 
forest to find... 


THE CHURCH 


Marian’s waiting in the West side of the church. She'll give you 
the Druid’s Dagger, an extremely important weapon. Give it to 
Robin Hood and don’t let him do anything with it! You need 
this weapon to finish the game! 

Leave the holy building and go back to your Camp. Find out 
about the tax carts from your assignment man, then leave the 
Camp again! 
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FRIAR TUCK 


side so that he can’t hit you. 
Or better yet, drive him 
onto the rock at the far right 
side. He’ll be totally stuck 
on this rock, giving you the 
easiest victory of the game. 
Once Guy is defeated, 
pick up your Locksley 
Sword and arm Robin Hood 


Walk South to find the tax 
carts being held up by Guy of 
Gisborne! Talk to Friar Tuck 
to find out the story, then 
attack Guy to enter a Duel. 

In this Duel sequence, 
there are two ways to win. 
Drive Guy onto the rock in 
the middle of the screen and 
attack him from the right 


with it. Talk to Friar Tuck so he'll 
join your party. Finally, go into 
the Inventory screen and clear 
out Duncan of anything he’s 
holding. Why? You'll find out 
when you return to the Camp. 
Marian will take Duncan away! 
Talk to the solo dude to 
learn of an interesting person 
whose services you need. Leave 


THE WEAPON MASTER 


Search the Northwest corner of 
the forest to find the Master. He’ll 
work for you if you defeat him in 
a Duel. You'll be in the same 
terrain you were in with Guy, so 
use the same strategy: drive him 
onto a rock and hit him! When he 
loses, he'll want 200 Gold Pieces 
for his efforts. 
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You'll have 200 Gold 
by now, so he'll leave 
for the Camp. Go into 
his house and grab 
his stuff. He won’t 
need it! You can also 
use the Rope to climb 
down his well, but 
there’s nothing down 
there. You should just 
return to the Camp. 

What's your latest task? As the man will tell you, to find a 
mystical healing pond whose waters can cure the men in camp. 
Check out of the Camp and you're out looking for... 


THE POND 


Walk straight North and you'll 
stumble into the Pond. It’s 
populated by arrow-launching 
creatures! Stay at the South 
end of the Pond and let the 
monsters fire arrows into each 
other! They'll slaughter 
themselves pretty effectively. 
When they stop killing each 
other, switch to your Long 
Bow and shoot the creatures 
that appear until the water 
turns blue. - : 
Walk to the. North side of z 

the Pond and pick up the flask © —= ee 
(if you don’t already have the one from the Weapon Master’s 
house). Use it while standing next to the Pond to fill it with 
healing water, then return to Camp. Talk to the man. He'll tell 
you of the Baron’s latest evil deed! Leave Camp to rush to... 


THE VILLAGE 

Before you go to the Village, go to the Northeast corner of the 
forest to find a Cross Bow. This is the best bow to have! It only 
uses one arrow (like the Long Bow) and it shoots the arrow with 
blinding speed (like the Locksley Bow). Use this Bow from now 
on. Go to the Village, in the Northwest corner of the forest. 
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The Baron can be found at the North end of the Village. 
When you get close, he'll attack with all his men! Defeat them in 
the Melee sequence, then 
move into the Baron. He'll 
vent his frustrations and take 
you on in a final Duel. This 
Duel is on rocky terrain, so 
force the Baron onto them to 
win the fight. Eo 
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Now search all the houses in the 
Village for a person lying down in 
bed. Talk to this old woman and 
she'll offer you a Chest Key for 20 
Gold Pieces. Go ahead and buy it 
from her. 


Take a gander into the hut in the Northwest corner of the 
Village to find the Ball and Chain. This is a powerful weapon, 
but you may want to stick with the Locksley Sword or Cross 
Bow. Once you’ve got the 
weapon, leave the Village 
and head back for the Camp. 


Duncan will be in the Camp, 
and he’s been followed! A 
swarm of Celts will descend on 
you. Defeat them in the Melee 
sequence. You'll be driven out of 
the Camp and forced to regroup 
in the forest. 


DISGUISE THE LIMIT 


When you appear in the forest, walk East and look for a sleeping 
man in front of a house. Talk to the sleeping guy and tell him 
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Yes. Then go into his house. 
You'll see a strange little black 
garment. This is the Disguise! 
Pick it up and leave the 
house, then travel South. 
You'll re-enter... 


THE CAMP 


Your home is in flames, destroyed by the Celts. Talk to the man 
standing alone and you'll decide to enter a final battle with the 
Sheriff! Leave the Camp into = 

the forest and walk South. 


You'll find a bridle along the 
way. If you don’t already have 
a bridle, pick this one up. 


When you find the two 
horses, enter the Inventory and 
have Robin Hood put the 
Disguise onto his chest. Use the 
Bridle to hop onto the horses. 
You'll enter another riding 
sequence, similar to the one 
where you were chased into 
Sherwood Forest. Jump the 
puddle groups until you reach... 


THE TOWN SQUARE 
Walk up to the guard on the North 
side of the square. Enter the 
Inventory screen. Place the Locksley 
Bow into your left hand, and the 
Q Locksley Sword into your right. Exit 
Ti LÀ back into the game and strike the 
~x NNN guard with your sword. He'll attack 


N 
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with his forces. This is the toughest Melee yet! Since you had a 
bow and a sword equipped, you'll be able to use them both in 
the Melee. Clever, eh? When you beat everyone, run North into... 


NOTTINGHAM CASTLE 


The Sheriff is in the Northeast section of the Castle. Before you 
reach him, you have to fight past Mortianna’s skeleton! Equip 
Robin with the Druid’s Dagger and charge the skeleton. Don’t try 
to strike and dodge its sword. Just get in there and exchange 
blows with it. If you get low on Hit Points, back out of its range 
a and swig a Yellow or Red 
SA Potion, then continue fight- 
ing. When the skeleton is 
destroyed, walk to Mor- 
tianna and she'll blow up! 
Enter the chamber 
behind her to meet the 
Sheriff of Nottingham. 
He'll challenge you to one 


R 
x 


last Duel. There are tables 
in this Duel, so stay on the 
floor and strike the Sheriff 
when he jumps on the 
table. Defeat the Sheriff 
and the hand of Maid 
Marian will be yours! Jolly 
good show, Robin Hood! 


SHH... THE SECRETS 


There aren't any Secrets, but you know how to power up at the 
start of the game, and you know how to win the Duels with 
ease. That should be enough to get you well into the game! 
Good luck! 
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The Rocketeer 


Distributor: Bandai 
Game Type: Arcade Action 


WHAT’S GOING ON? 

Cliff Secord’s an ace pilot in a traveling airshow. One day, he 
finds a crazy-looking gizmo in the cockpit of his plane. The 
gizmo turns out to be a rocket pack, and a notorious war 
organization wants it. They’ve captured Jenny, Cliff’s girlfriend, 
and they'll stop at nothing to get the pack! Help Cliff to rescue 
Jenny and stop the organization! 


PLAYERS 


The Rocketeer is for one player only. 


SCORING 


There are no points in this game. Your goal is simply to 
make it through all six levels (called Chapters) and complete 
the game! 
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LIVES AND CONTINUES 


You only get one life in this 
game. Your strength is 
indicated by the Strength 
Meter in the upper-left cor- 
ner of the screen. You can 
have from one to eight bars 
of Strength. If you have 
zero bars, you're dead! 

You can continue 
endlessly, and you'll get 
passwords whenever you 
finish Chapters. 


CONTROLS 


Move Cliff Use Weapon Jump 
Use Rocket Pack 
(Press Twice) 


Cycle Through Pause 
Weapons 


WEAPONS 


Cliff has many different weapons to find during the game. Each 
weapon uses a number of Bullets. The number of Bullets you 
have is shown in the upper-left corner of the screen. 


The Fist doesn’t use any Bullets. Use it to slug enemies and 
to punch open lockers for Special Items. 

The Pistol uses one Bullet. It fires a single shot at a time. 

The Rifle uses two Bullets. It fires a single shot, but the 
bullet goes faster and farther than the Pistol’s bullet. 
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The Spray Gun uses three Bullets. It fires a spread of three 
shots in a fan pattern. 

The Hand Grenade uses five Bullets. It explodes on contact 
with enemies and most surfaces. 

The Bazooka uses a whopping 15 Bullets. Save it to use on 
helicopters and other massive foes. 


SPECIAL ITEMS 


The Rocket Pack is a great Item that lets you fly into the air! 
You need fuel for the Pack. The amount of fuel you have is 
indicated by the Fuel Meter in the upper-left corner of the 
screen. You can have up to 11 units of fuel. 


You can find some Items just sitting around, but other Items 
are hidden in lockers and other secret locations. Punch 
suspicious-looking places to find goodies. 


The Red Heart adds one unit to the Strength Meter. 
The Purple Heart completely fills the Strength Meter. 
The Bullet gives you ten more Bullets. 

The Silver Bullet gives you twenty more Bullets. 
The Gas Can gives you four units of fuel. 


FRIENDS 


Sorry. Cliff’s on his own against the war organization! 


ENEMIES 


The Rocketeer manual talks about the enemies in detail, so we'll 
just mention that some of the enemies you shoot drop valuable 
Special Items 


STRATEGY SESSION 


General Strategies 


When you defeat an enemy, move off the screen, and come back, 
the enemy will regenerate. You can waste the same enemy 
repeatedly to “power up” on Bullets and other goodies. You can 
also find certain doors that enemies come from endlessly. These 
work even better for powering up. 

Since your enemies attack in a never-ending stream, get 
used to shooting and punching constantly. There’s no time to 
rest against a war organization as big as this one! 
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CHAPTER ONE 


Section One 
As you fall and land in the hangar, you'll see a clip of Bullets to 
your left. Grab it and you'll have 10 Bullets to fire. Don’t switch 
to the Pistol just yet, though. 

Run to the right. Behind the 
blue crate, you'll see a Standing 
Shooter. You can shoot him, or 
duck underneath his bullets 
and get within punching range. 

Use the yellow crate to 
jump up to the ledge and a 
Brawler will come charging out 5 
of the open door. Punch out the 
Brawler. You'll be passing a lot of 
open doors during the game, so be 
careful whenever you’re near one. 

Keep going until you reach a 
wall. Jump up the ledges. Eventually, 
you'll reach a Kneeling Shooter on 
top of a crate, blocking your way. 
Switch to the Pistol and shoot 
the Shooter, or jump onto the 
ledge and punch him out. 

If you have 50 or more 
Bullets, go ahead and switch to 
the Pistol. You'll find an almost 
constant supply of Bullets as 
you play through the game, and 
you can “power up” by defeating the same enemy over and 
over (see General Strategies). 

You'll have two tough 
jumps to make as you run to 
the left. You won't take 
damage if you fall (Cliff can 
plunge from any height and be 
okay), but you'll have to 
retrace your steps. 

The path will lead up, 
right and over the wall, down 
a long shaft. From there, it’s a 
short run to the door and into... 
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Section Two 


There are new dangers to 
avoid at the start of the 
Section. Run to the right and 
you'll see a Proximity Mine 
in front of a Red Heart. 


Duck under the ace i ; È i i Hi i i i i 


shrapnel as it explodes 


As you jump up the 
ledges, one of them will be 


There are a few 
points as you move 
downward where ene- 
mies will be placed pretty 
dangerously. Use a Hand 
Grenade or two to clear 
the way for yourself. 

Pretty soon, you'll 
find your first Gas Can. 
Don’t take off just yet, 


though. Stand to the left ae ar TRS, pa the 
open door and shoot the Brawlers 
as they charge out of the door. This 
is a perfect power-up spot! The 
Brawlers will drop Hearts, Bullets, 


and more. 


Once you're maxed out, take off 
into the sky! Fly as high as you can 
go, then fly to the right to soar over 
the wall. Cut the rocket pack when 
you don’t need it anymore. Run to 
the right until you find the door 
leading out of the hangar. 


on fire! You may be immune to 
flames from the rocket pack, but 
these flames will hurt you. 
Jump over them. 

The Kneeling Shooters will 
be perched on ledges that you 
need to use to leap over fire. 
This time, jump and shoot the 
Kneelers while standing on the 
crates below the ledges. 
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Section Three 


There are two ways to take on this 
Section, and one of them is much 
easier than the other. The hard way is 
to run along the ground, shooting the 
attacking Brawlers as you go. 

The easy way is to use the rocket 
pack to soar to the top of the screen and 
jet to the right. You'll still want to land 
on the roofs of the hangars, to conserve 
fuel and to jump over the missile 

ai attacks of the Rocket Bomb Launchers. 
With the aerial approach, you'll 
have to avoid Air Mines, and shoot 
down Enemy Rocket-men. The 
Rocketmen drop Gas Cans, so it’s 
well worth your time to plug them. 
Keep going to the right until you 
reach the Gyrocopter! 


a 


Stay at the lower-left 
corner of the screen. This 
way, you can leap over the 
bullets of the Gyro-copter and 
shoot the attackers it drops at 
you. These guys are teeming 
with Items for you to nab. 

When you're ready, take off into the air. Switch to the Spray 
Gun and fly right up to the pilot of the Gyrocopter. You need to 
be very close, because of the Spray Gun’s short range. Now fire 
away at the pilot. Move with the Gyrocopter to keep the pilot 
within range. After five or six shots, the Gyrocopter will burst 
into flames! 


CHAPTER TWO 


Section One 

At the start of the Section, 
you'll meet a brand-new 
enemy, the RoboTank. 
The Tank rolls along very 


=: : = 
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low to the ground, turning 
around when it hits a wall. 
Jump behind it, kneel and 
punch to destroy it. 

Jump into the air and 
punch the cabinets after the 
first RoboTank. You’ll get 
several Items from them! — 

The rest of this Section is Brawlers, Shooters and RoboTanks. 
Keep running and keep going until you reach the next Section. 


Section Two 


It’s dark! Your newest enemy 
has come out to play: the 
Grenade Thrower. A ton of 
Throwers will be perched in 
the windows of the buildings. 
This entire Section is running 
the gauntlet through the 
Throwers. It’s best to stay on 
the ground and shoot the 
wimpy Brawlers. 


Section Three 


“ 


Aerial Machine Guns blast at 
you at the start of the Section, 
and make a reappearance later 
on. They’re the only new thing 
to be seen. Just keep making 
your way through the Brawlers, 
Throwers and Shooters. There’s 
no Boss at the end of the 
Section; you just need to make it 
through here alive! 


CHAPTER THREE 


Section One 


Stand in front of the open door and shoot the Brawlers to max 
out your Fuel Gauge with the Gas Cans they drop. Then fly into 
the starry sky and start moving to the right. There are Air Mines 
and Enemy Rocketmen to battle! 
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There’s a neat trick you can use 
on low-flying Air Mines. Switch to 
your Fists and get really close to the 
Mine. Punch it until it blows up and 
gives you an Item! Be careful not to 
get TOO close. 

Stay in the air as much as you can 
to avoid fights. Land only when you 
need to recharge your Fuel Gauge by 
beating up on enemies. It won't take 
too long to reach the next Section. 


Section Two 


This Section is filled with Chaos Bomb Launchers. Destroying 
them is actually pretty simple. Wait to the left of the Launchers. 
Just after they stop shooting, charge 
and punch them into oblivion! 

Stay on the rooftops as much as 
possible and get past the Launchers. 
After a while, you'll confront the evil 
Lothar! He’ll knock your weapons 


right out of your hands, so 
the only way to defeat him 
is with your Fists! 

Lothar’s pretty dumb, 
so he'll walk right into your 
punches. You just have to time your blows correctly. Kneel when 
you punch Lothar. After a few good licks, he'll take a tumble! 


CHAPTER FOUR 
Section One 
The start of the Section is a lot like 
Chapter One! There are crates and 
ledges to jump onto, along with the 
usual thugs. There’s only one way to 
go, so follow the pathway. 

Watch out for the wine cellars. 
They’re really open doors with EEEE 
Brawlers waiting to charge out at you. 


197 


Nintendo Games Secrets 3 


Watch your step around the stairs. They’re covered with 
Proximity Mines. Jump onto the stairs to activate the Mines, 
then jump back down to dodge the Mine’s explosions. 


Section Two 


There are two areas in 
this Section, the kitchen 
and the freezing-cold 
meat locker. The kitchen 
should pose no problems, 
with only Brawlers and 
other goons. The meat 
locker’s trickier. There 
are piping-hot flames 
and lots of open doors. Take the time to power up as you jump 
upward to the exit door. 


Section Three 


Stay on the ground to shoot the 
thugs and Enemy Rocketeers, 
then use the rocket pack to soar 
up to the ledges. You'll find 
Red Hearts on almost every 
ledge. If you get weak, take off, 
grab a Heart, then drop back 
down to the ground. 


CHAPTER FIVE 


Section One 

You've got to escape this building to get any further, and it’s a 
big building! The path winds WAY up, and then to the right. As 
long you’ve moving upward, you’re headed in the right 
direction. When you spot blue sky, you’re almost out! 


Section Two 

The dark trees hold deadly 
birds! Whenever a bird attacks, 
let it fly past you, then turn 
around and shoot it as it dive- 
bombs to attack. 
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Whenever you're traveling upward, use the Rocket Pack 
instead of jumping up the ledges. You'll save yourself time and 
avoid Strength-draining battles. 


Section Three 


Keep an eye on the trees. Loose 
branches will fall at you at the worst 
moments. You can see the branches 
before they start to fall, so you 
should have enough time to dodge 
them. The Brawlers will also jump 


slowly so that you have enough time 
to react when they attack. 


When you reach a 
bunch of parked cars, 
you're getting close to the 
next Section. You may 
want to switch to the Rifle 
at this point, since your 
enemies will be attacking 
fast and furious. The third 
group of cars is your ticket 
to the Observatory Dome! 


First, check out the 
cannons on top of the 
Dome. They can fire at 
the left side of the 
screen, the middle of 
the screen, or between 
the left and middle. 


Watch where they’re aiming and 
dodge accordingly. 

To destroy the Dome, power 
up on Bullets and Fuel by 
shooting the Brawlers. Fly into 
the air above the cannons and 
switch to the Hand Grenades. Hit 
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each cannon with a Grenade to destroy it. When you destroy all 
three cannons, you defeat the Dome! 


CHAPTER SIX 


Section One 


This Section of the 
Zeppelin is teeming with 
deadly Electrofields. Before 
you go too far, you'll find 
the radar dish that controls 
the fields. Punch the dish 
to destroy it and shut 
down the fields. Once the 
fields are down, you won’t 
have too many problems 
making it to... 


Section Two 


At the start, don’t 
step on the moving 
gears! They'll throw 
you off—usually 
into a charging 
Brawler! Stay clear 
of them and you'll 
be okay. The rest of 
the Section throws the usual goons and automations at you. 
Blast your way to... 


Section Three 


There are lots of locker boxes 
to punch on this Section. 
Clean them all out for 
helpful Items. Work your 
way down the ledges to find 
the control room of the 
Zeppelin—with Neville 
Sinclair inside! You'll only 
have the Pistol to use against 
him! See The Secrets if you 
need help rescuing Jenny! 


The Rocketeer 


SHH... THE SECRETS 


Defeating Neville 
Sinclair 

You'll almost find it 
too easy to win. Just 
stay close to Neville 
and punch or shoot 
him. If he gets too far 
away from you, he'll 


pull his gun and shoot, but 
when you're close, he'll 
double over and then run 
away. Eventually, Neville 
will space out and run 
right out of the Zeppelin! 


Passwords 

Use these Chapter Codes to skip to any of the Chapters in the game! 
Chapter Two: 490-629-312 

Chapter Three: 435-765-818 

Chapter Four: 775-454-215 

Chapter Five: 318-469-417 

Chapter Six: 040-473-312 
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Rocket Ranger 


Distributor: Kemco/Seika 
Game Type: Arcade Strategy 


WHAT’S GOING ON? 


The Earth has been invaded by an alien force! The evil 
Leutonians have landed in Europe and formed their own 
country as a base from which to take over the entire world! But 
the Leutonians weren't counting on a young American scientist 
with a rocket pack and a mission—to destroy the Leutonians at 
all costs. That scientist is you. For you are—Rocket Ranger! 


PLAYERS 


Rocket Ranger is for one player only. 


SCORING 

You aren't playing for points. You're playing for the fate of all 
mankind! To stop the lunkhead Leutonians, you have to destroy 
their leader. He’s cooped up in the Leutonian’s Lunar Base. How 
are you going to get there? Not in the Space Shuttle! You must 
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raid Leutonian rocket factories to capture rocket parts. Get five 
parts and you'll have a custom-built rocket to the Moon. 

Of course, you need fuel for the rocket. And to get that, you 
have to raid Leutonian bases for lunarium fuel. 200 units will be 
enough to get you to the Lunar Base. 

And while you’re doing all this, the Leutonians will be 
conquering the Earth, one country at a time, working their way 
to the United States. If they conquer the U.S., you lose. Game 
over. The end. You get the idea. 


LIVES AND CONTINUES 


You've only got one life, but this is a kindler, gentler game. You 
will never die. You will lose lots of time if you fail missions, 
though, and if you lose too much time, the Leutonians will 
conquer all! You also don’t get to continue. Hey, the Leutonians 
have no mercy! 


CONTROLS 
Move Rocket Ranger Advance One Month 
Aim Weapons (War Room) 


Aim Punches 


Pause Fire Weapon 
Throw Punch 


WEAPONS 


You're armed with a handy lunarium pistol. It shoots green balls 
of laser death at anything in your way! You'll use the gun to 
shoot Leutonian Zeppelins, Leutonian Air Force planes, 
Leutonian Temple bases, the Leutonian guards at the Lunar 
Base, and the head Leutonian himself! 

Your fists become weapons when you raid rocket factories. 
The Leutonian guards challenge you to fistfights, and being a 
sporting man, you agree. Just don’t lose! 
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SPECIAL ITEMS 


There are no special items in the game. 


FRIENDS 


Fred “Bulldog” Brady is director of the CIA, and chief of the 
War Room. It’s from here that you locate Leutonian rocket 
factories and lunarium bases with the help of five CIA agents. 
You control the agents’ actions completely. If one of the agents 
gets caught, he'll be terminated! 

Dr. Barnstorff is America’s leading scientist. The Leutonians 
will try to capture him to improve their technology. If their 
technology improves, they'll conquer the Earth at a faster pace! 
So rescue Dr. Barnstorff, and his beautiful daughter Jane, 
whenever the Leutonians capture them. 


ENEMIES 


Colonel Krag is the head of the Leutonian forces. He'll be 
on the lookout for your agents, and he'll be constantly 
sending Zeppelins after the Barnstorffs. 

The Leutonian King rests in his slimy quarters in the Lunar 
Base. Blast him where it hurts. 


STRATEGY SESSION 


General Strategies 


Don’t waste fuel! You'll only be able to fly a few times before 
you run out of fuel, unless you find the lunarium base and start 
raiding it. It’s located somewhere in South America, so search 
that area thoroughly. 

Don’t skip time in the War Room unless you absolutely have 
nothing else to do. Helping the Leutonians conquer the Earth 
faster isn’t the way to win the game! 


The War Room 


The War Room is absolutely crucial to your success or failure. If 
you don’t find the Leutonian bases, you'll never even come close 
to the Lunar Base. Here are some guidelines for keeping your 
agents safe and snooping. 

At the start of the game, place two of your agents in 
Europe, two of them in Africa, and one of them in South 
America. This gives you the largest spread of agents. Keep 
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them on Low Profile. 
High Profile agents are 
usually pushing up 
daisies way before they 
infiltrate a country. And 
don’t put either of the 
European agents into 
Leutonia. You'll never 
be able to infiltrate or 
form resistance. 

When an agent successfully infiltrates a country, see what 
he’s found. If he’s found a rocket factory (or nothing), move him 
to a new country in his area. If he’s found a rocket base, have 
him form resistance. When he forms resistance, you will get a 
small but steady stream of lunarium fuel from that country. 

If you play your cards wrong and are left with only one 
agent, go ahead and bump him up to High Profile. For some 
reason, he will never get killed! Perhaps the Leutonians think 
that they’ve neutralized all of your agents. Or perhaps they 
don’t think you have a chance. If you’re down to one agent, 
they're probably right! 


The Zeppelin 


Stay low to hit as many 
missiles as you can. It’s hard to 
tell when you've actually hit 
one, but if it explodes when it’s 
still fairly small, you probably 
blasted it. You need to hit quite 
a few missiles to be able to 
approach the Zeppelin. 


At close range, never 
shoot at the canopy of the 
Zeppelin. Always aim 
below it so that the 
Zeppelin’s canopy drifts 
into your bullets. If you aim 
for the canopy, and the 
Zeppelin dips, you'll blow 
it up and lose the Professor! 
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The Leutonian Air Force 


The Leutonian planes attack in a variety of formations. The 
key is to aim for the lead plane of the formation. If you hit it, 
stay still and you should be 
able to knock out every plane in 
the formation. 


You can be shot down twice and 
still recover, but the third time 
you're hit, you'll be blasted out 
of the sky for a few months. 
And the Leutonians will march 
on toward the United States... 


The Temple Base 


Every time you raid the Temple, it boosts up its defenses. The first 
time you attack it, you should blow up all the guns easily. The 
bullets they fire move slowly, and only one gun is firing at a time. 
In later raids, you'll be up 
against two rapid-firing 
guns at once! 

The guns fire in the 
same pattern every time: 
right, straight, and left. 
Keep this in mind and 
you should be able to 
dodge their fire. 


You can take two hits 
from the temple guns, 
but the third hit will 
take you down. If 
you've taken a hit or 
two, play it safe. 


206 


Rocket Ranger 


Hand-to-Hand Combat 


The Leutonian soldiers 
aren’t as good at fighting 
as they’d like to think. You 
can beat them with 


practically every punch in your 
arsenal. Try the uppercut. It 
does lots of damage and often 
catches them just as they’re 
letting down their guard. 


The Lunar Base 

The Leutonian guards 
attack directly. They climb 
down, fire straight at you, 
then climb back up! Shoot 
them, one at a time, from 
left to right to defeat them. 


When the guards are down, 
the Leutonian King will 
attack in his gruesome form! 
Aim for his eyeballs and fire 
away. Shoot them both and 
you'll have saved mankind! 
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SHH... THE SECRETS 


Warp to the Lunar Base 


If you want to get to the Lunar Base right at the start of the 
game, do the following. At the start of the game, place all five of 
your agents in Greater 
Leutonia and select 
Continue. Now hold 
down Start and press 
Select. The game will 
acknowledge that you 


have activated the cheat, and you 
will have all the rocket parts and 200 
units of fuel. Go to the Rocket Lab 
and you're off to the Lunar Base! 
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Star Wars 


Distributor: JVC/Lucasfilm 
Game Type: Arcade Adventure 


WHAT’S GOING ON? 

The heroic Rebellion has fought hard against the evil Galactic 
Empire, and found the plans of the most destructive weapon 
ever created, the Death Star. The Rebels plan to strike against the 
Death Star, not knowing that their only hope is a farm boy on a 
desert world many lightyears away... 


PLAYERS 


Star Wars is for one player only. 


SCORING 

Instead of scoring points, your performance is judged by how 
many of the tasks in the game you complete. Finding important 
people (like Han Solo or Obi-Wan Kenobi) or objects (like your 
Lightsaber) adds to your completion rating. A perfect score is 
100%. You don’t have to score 100%, but the game is a lot harder 
to complete with a less than perfect score. 


LIVES AND CONTINUES 
You start out as Luke Skywalker. You have three lives at the start 
of the game, and you can gain up to seven extra lives. Each life 
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has a Life Gauge that drains as you're hit by lasers and enemies. 
If the Gauge goes empty, you lose a life. Lose all your lives and 
the game is over! 

During the game, you can add Han Solo and Princess Leia 
Organa to your group. You can switch to them during the game, 
making them your Team Leader. Han and Leia have different weap- 
ons than Luke, but they have only one life each. If they die, they’re 
permanently dead, unless you have Obi-Wan in your group. Obi- 
Wan can use the Force to resurrect Han and Leia up to five times. 

You get a whopping ten continues to beat the game. When 
you continue, you start at the beginning of the last section you 
reached, with three lives (for Luke). If Han or Leia died in the 
last game, they won’t come back when you continue. 


CONTROLS 


Move Team Leader Use Weapon Jump 
Move Gunsight 


Select Screen Pause Run 


WEAPONS 


Each character has his or her own weapons. 


Luke Skywalker starts the game 
with a laser pistol, and he can 
find the awesome Lightsaber. 
Han Solo has a heavy blaster. 
Princess Leia Organa uses a 
light blaster. 
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SPECIAL ITEMS 

There are a few items to pick up along the way. 
Shields are found in some of the caves on Tatooine. The 
more Shields you have, the easier it'll be to get through the 
Asteroid Field in the Millenium Falcon. 
Orbs recharge the Life Gauge. Small Orbs refill the Gauge a 
bit, while Large Orbs give you a hefty boost of energy. 
1-Ups look like Luke’s head. Grab them to give Luke extra lives. 


FRIENDS 

There are six major characters in the game. 
Luke Skywalker is the guy doing most of 
the adventuring in the game, since he has 
multiple lives and the incredible 
Lightsaber as a weapon. 


Han Solo is the pilot of the Millenium 
Falcon. If you don’t find Han, Chewbacca 
will fly the Falcon instead. 


Princess Leia Organa is one 
of the leaders of the Rebel- 
lion. Rescue her from the 
Death Star! 


Obi-Wan Kenobi is a Jedi master. He'll 
give you the Lightsaber. 


C-3PO is a Droid that gives you clues 
on what to do next. 
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R2-D2 can tap into the Death Star’s 
computers and fly with Luke in the X-Wing 
Fighter, recharging the shields as they take 
damage. 


ENEMIES 


Banthas wander around the Tatooine 
desert. Don’t hit them in the Landspeeder! 
Boba Fett is a powerful bounty hunter who patrols the Mos 
Eisley streets. 

Bounty Hunters roam around inside the Mos Eisley Cantina. 
Droids come in many shapes and sizes, but they get meaner 
as you get farther into the game! 

Flying Insectoids breed in the darkness of Tatooine’s caves. 
They'll home in on your position. 

Giant Slugs slime the insides of Tatooine caves. They’re low 
to the ground and hard to hit with laser blasters. 

Jawas are tiny guys dressed in robes that attack in the 
Sandcrawler and the streets of Mos Eisley. 

Sandpeople live in the caves of Tatooine. Watch out for their 
powerful lasers! 

Stormtroopers are the grunts of the Empire. You'll meet 
several types of ‘Troopers during your adventure. 

Womp Rats live in Tatooine caves. Stay away from them 
when they hatch out of their shells! 


STRATEGY SESSION 


General Strategies 


Keep talking to C-3PO to figure out what you should be doing 
next. He'll steer you in the right direction. 

Switch to the Lightsaber as soon as you get it. You shouldn’t 
need to use Luke’s blaster at all once the Lightsaber is in your 
hands. The Lightsaber only takes one hit to destroy an enemy, 
while the blaster needs lots of shots to do the job. 

Practice your running jumps. They'll be necessary in several 
sections of the game, so you should have them mastered before 
you get to those sections. 


THE TATOOINE DESERT 


When you start the game, you'll automatically drive the 
Landspeeder into a dark, damp cave. Before you enter the cave, 
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read on to find out about 
dangers in the desert! 

Banthas wander around 
harmlessly. They won’t hurt 
you unless you run into 
them. Drive the Land- 
speeder slowly and you 
shouldn’t hit them. 

Laser Batteries fire 
beams down the screen, 


on you and strike the Landspeeder 
hard! The best way to get away 
from the Droids is to accelerate and 
drive quickly away from them. This 
is the only time when you need to 


use the accelerator! 


THE LASER CAVE 


hoping to catch you in their 
path. Once again, driving 
slowly allows you to spot the 
Batteries and dodge them. 
The Flying Droids are the 
most dangerous of the desert 
enemies. They can home in 


There are two dangers in this cave: the spiky bones along the 
bottom of the cave, and the green slime dripping from the top of 
the cave. ee the bones is simple; just stay on the platforms 


and don’t fall! 

The slime is a bit 
trickier. Time your 
jumps past the drip- 
ping stalactites to 
avoid the slimy drop- 
lets. There’s one ledge 
where the slime actu- 
ally drops onto it. 
Stay on the left side of 
this ledge. 
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At the end of the 
cave, you'll find a 
blaster. Congratulations! 
You’ve now completed 
3% of the game! Only 
97% to go... 

You’re back in the 
desert. Steer the Land- 


speeder up and right. Fly 
as far Northeast as you 
can go. 


There’s a cave in the 
Northeast corner, with a 
Laser Battery and two 
skeletons in front of it. 
This is... 


OBI-WAN’S CAVE 


Obi-Wan doesn’t live 
comfortably in this cave; 
it’s infested with Flying 
Insectoids! The Insectoids 
will home in on your 
position, so you have to be 
tricky to destroy them. If 
you’re on a small ledge, 
jump up and over the 
Insectoid, then turn around 
and shoot it. If you’re on a 
long ledge, run away from 
the Insectoid, then turn 
around and shoot as it 
zooms down to your level. 
You'll collect two Small Orbs along the ledges, and then a 
Large Orb. When you get the Large Orb, drop down to the 
ground and run to the left. Stop just before you hit the bones. Two 
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Insectoids will fly from the 
left to attack you. Shoot 
the Insectoids and jump 
back up to where you 
collected the Large Orb. 

Now use running 
jumps and leap to the left, 
from ledge to ledge. 
When you land on the 
third ledge, an Insectoid 
will attack. Quickly jump 
to the left and run into 
Obi-Wan before the 
Insectoid gets you! 

Obi-Wan will give you your tation’ s Lightsaber. Now 
you've got the most potent weapon in the game. It can destroy 

. : any enemy with one 

swing, and it can 
even swat away 
laser fire! You'll 
appear back outside 
Obi-Wan’s Cave. 

Now fly to the 
Northwest corner of 
the desert. Look for 
strange patterns in 
the sand. These 
tracks lead to the 
vehicle where R2- 
D2 is located... 


THE JAWA SANDCRAWLER 


Switch to the Lightsaber as 
soon as you appear in the 
Sandcrawler, then start 
running to the right. You'll 
come to a falling weight. 
Don’t touch the weight, even 
when it’s rising upward, or 
you'll take damage. Move 
past the weight and climb up 
the ladder until you’re just 
even with the white ledge. 
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Wait for three 
laser bullets to 
whizz past you, 
then jump left and 
duck on the ledge. 
The Jawa will jump 
up and shoot, but if 
you're ducking, the 
bullets will miss. 
Stand up and use 
the Saber to slice 
and dice the Jawa! 


Move to the left until you 
reach a shaft with arrows 
pointing upward. These 
“arrow shafts” will shoot you 
upward when you jump into 
them. Jump up and you'll see 
what happens! Move to the 
right when you exit the shaft. 


You'll reach a long treadmill; run to the right and jump just 
before you hit the wall. The wall will carry you up and left. 
Hook over onto. the ledge, waste the Jawa, and continue to 
another treadmill. Use the mill to get a big jump to the left, onto 
ledges below an arrow shaft. If you miss the jump, retrace your 

; steps and try to make 
the jump again. 

Shoot up the shaft 
and move to the right. 
Jump up the stairs 
(watch out for the 
weights) and follow the 
path. You'll find a Large 
Orb! Keep going right, 
past two more weights, 
and jump onto the 
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ladder. Climb down and get off onto the white ledge. Jump to 
the right, past the treadmills, to collect a 1-Up! 

There’s one more goodie to get, a Large Orb to the left of the 
ladder. When pike collect it, retrace oo path up and left, back 

- to the floating shaft. 
Now jump back into 
the shaft and use it to 
shoot yourself onto the 
left ledge. 

Move to the left 
and bounce up into the 
next shaft. Move to the 
right from here. You'll 
have to run past sev- 
eral weights, placed 
above treadmills! Wait until the weight comes down and starts 
to move back up, then jump onto the mill and run to the right. 


When you jump onto a high 
white ledge, you're almost 
done. Jump to the right and 
jump off the treadmill to land 
on R2-D2’s ledge! Bump into 
him to add him to your group! 


ond wed wed ond wed edd 


R2-D2 says he’s the property of Obi-Wan Kenobi. When you 
appear in the desert, fly back to... 


OBI-WAN’S CAVE 


Follow the pattern like you did the last time you were here. With 
the Lightsaber, you won't need fancy moves to dodge the Insect- 
oids. Just swing to destroy them! 

Return to Obi-Wan. R2-D2 HELP ME OPT VAN KENOET, 
will project a holographic EZET TE 
message from Princess Leia! 
Obi-Wan joins your party and 
tells you that you have to fly to 
the Alderaan system. But first, 
you've got an important task to 
take care of. 
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Fly South and West of Obi- 
Wan’s Cave. Look for a 
small cave with rocks 
surrounding it on all sides. 
This cave is... 


THE SHIELD CAVE 


Switch to your blaster. Your 
enemies in the Shield Cave are 
the Womp Rats! A Womp Rat 
first appears as a small blue pile. 


Stand away from the pile and 
fire the blaster rapidly. When 
the pile explodes, the Womp 
Rat will jump out of it. If you’re 
firing fast enough, you'll hit the Rat before it gets a chance to 
attack. Watch out for the blue rocks flying away from the Rats, 
because they can do damage. 
After blasting past sev- 
eral Rats, you'll reach the exit 
of the Cave, and see a small 
object next to the exit. It’s a 
Shield! Each Shield you 
collect now will be used later, 
during the Asteroid Field 
sequence. You can have up to 
eight Shields, and you'll 
want every one of them. 
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When you leave the Cave, go right back inside and do it 
again! You want to go through the Cave over and over until 
you've got eight Shields (check the Select Screen). If your Life 
Gauge gets low, return to Obi-Wan’s Cave and gather the Orbs 
to restore yourself. 

There are several other caves on the surface of Tatooine, but 
you don’t need to explore them for two reasons: they a give 
you a single Shield (like - 
the Shield Cave), and 
they’re harder to get 
through, with bouncing 
rocks and heinous crea- 
tures. Stick with the 
Shield Cave. 

After you’ve got 
eight Shields, fly South- 
east. You'll find a road 
that leads into the big- 
gest town on Tatooine... 


MOS EISLEY 


You won't be out here for too 
long. Just move to the right 
until you see the Cantina’s 
door. Move in front of it and 
push Up to enter... 


THE CANTINA 

There are two types of 
Bounty Hunters in here. The 
green guys just walk back 


and forth, so you can Saber 
them easily. The purple guys 
are the ones to watch out for. 
They fire very-long-range 
laser beams, and you can’t 
destroy them with the Saber! 
Stay away from them! 

Keep working your way 
to the right until you see Han 
Solo standing by himself. Talk 
to him and he'll join your 


Nintendo Games Secrets 3 


group. When you 
resume the game, 
you'll actually be 
in control of Han. 
Try out his heavy 
blaster a few times. 
Cool! Switch back 
to Luke and fight 
your way out of 
the Cantina, onto... 


THE STREETS 


Walk to the right and you'll 
spot your first Storm- 
trooper! This one fires 
groups of three lasers. Jump 
over the beams and slash 
the ‘Trooper. 

Keep moving to the 
right. Slash through the two = 
Jawas and you'll find $ mei 
yourself on a long ledge. eee yok steers ae ets 


Watch out for Boba Fett! 
His bullets move slowly 
enough for you to hit with 
the Saber. Take out Fett as 
soon as you can. 


Drop to the ground and grab the Large Orb, then continue 
to the right. From here, it’s more of the same: Jawas, Boba Fetts, 
and Stormtroopers. Keep going until you can’t move any farther 
to the right. Use the green boxes to jump onto the ledge. Then 
run to the left and slice the ‘Trooper. With the way cleared, use a 
running jump and leap to the left. From here, just wail the 
‘Trooper and walk into the open door. You're in... 
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Walk to the right, past 
the assorted spacecraft, 
and slash through the 
approaching ‘Troopers. 
Climb up the ladder, but 
watch out at the top; 
there’s a pulse laser that 
you have to get past in 
between blasts! 

Walk to the right, 
past the two ‘Troopers 
and the pulse laser at the 
end of the tunnel. Grab 
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the Large Orb and jump into the arrow shaft. Run to the right 
when you exit the shaft. The path will lead downward, past 
several pulse lasers. Keep climbing down the ladders to the 


bottom of the hangar. 


You’re almost 
there. Move to the 
left. Jump onto the 
ledge between the 
pulse lasers for a 
moment of safety, 
then continue to 
the left. Fight past 
the last few ‘Troop- 
ers and get into the 
Millenium Falcon. 
Chewie will take 
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you out of Tatooine and to the Alderaan system. But Alderaan is 
gone! It’s been destroyed by the Death Star, and all that’s left of 
the planet is... 


THE ASTEROID FIELD 


The Shield Gauge at the top of the screen indicates how many 
Shields you've got left. The Gauge has eight bars, each of which 
should be filled (that’s why you went through the Shield Cave 
eight times!). 

To keep from getting hit, keep moving in new directions. 
Never spend more than a few seconds flying in one direction 
before switching to a new heading. 


The asteroids won’t do 
damage unless they hit the 
circular part of your 
viewscreen. If they hit along 
the edges of the screen, they 
won't do damage. Just keep 
the middle of the screen 
clear of rubble! 

You have to dodge the 
asteroids for almost one 
minute (roughly 55 seconds) 
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before you make it through the field. You'll be caught in a 
tractor beam and pulled into... 


THE DEATH STAR (SECTION ONE) 


r Run to the right, through the 
kneeling and standing Storm- 
troopers. When you're near 
the TIE Fighters, you'll meet 
a new breed of ‘Trooper that 
drops to the ground and fires 


from a prone position! Be careful! 

Keep going right until you 
spot an arrow shaft—and a huge 
laser cannon on the right side of 
the shaft! Jump over the laser 
beams and into the shaft. When 
you shoot up, aim left to hit the 
next shaft before the second 
cannon hits you! 

From this shaft, drop to the right to grab the Large Orb, then 
fly up and left to the Stormtrooper. Slice him and walk to the 
right to find an arrow shaft. Jump up and then jump left into the 
tunnel. Walk left, ride up the next arrow shaft, then move right 
to the purple door that leads to... 


THE DEATH STAR (SECTION TWO) 


Nothing much to do here. Just walk to the right until you reach 
a small black door. Go inside to find... 


THE CONTROL ROOM 


The Droids guarding the 
Control Room are armed 
with missiles! You can hit 
the missiles with the 
Lightsaber, but it’s easier to 
just avoid them! 

Move constantly to the 
right. You'll have to fight 


Nintendo Games Secrets 3 


past two Stormtroopers before you reach the control panel you 
need. R2-D2 will plug into the Death Star’s computers and 
download two maps into his memory banks. You'll appear back 
outside in... 


THE DEATH STAR (SECTION TWO) 


Go to the Select Screen and select R2-D2. A map of the Section 
will appear on the screen, showing you elevators (yellow doors) 
and important rooms (red doors). But what path do you take to 
find your way through here? 


Use the map of 
Section Two that 
we've given you 
here. Follow the 
arrows and walk 
from elevator to ele- 
vator. If you stick to 
the path, you'll take 
the shortest route 
through this Section. 

You may be 
wondering why you 
had to get the maps 
from the Control 
Room if they’ve been 
printed here. The 
answer is simple: 
getting the maps 
adds 5% to your completion score. If you don’t get the maps, 
you won't get a perfect score. 

There are a few Orbs to collect along the way, and a few 
Stormtroopers in your way. The only tough part of this Section 
is the missile Droid near the k 
exit door. Don’t jump unless 
there aren’t any missiles on 
the screen! When you make it 
to the door, you'll discover... 


THE TRACTOR BEAM 

Switch to Luke’s blaster and 
get ready for some precise 
jumping. Stand still and wait 
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for the laser on the right side of 
the Beam to move to the right. 
Leap onto the ladder on the 


$ 


right side of the Beam and 
climb up until you're level with 
the control panel just above the 
Beam. Now move to the left ` 
and fall off the ladder. Shoot the panel with your blaster as you 
fall. You should strike the panel once or twice as you drop. Land 
in the middle of the Beam again. 

If you climb too high on the ladder before dropping, you'll take 
damage from falling too far, so stay low on the ladder. And stay in 
the middle of the screen when you're not climbing the ladder. 

The control panel takes 12 shots before it starts to blow. The 
Tractor Beam is disabled! Now you just have to find your way 
out of here... 


THE DEATH STAR (SECTION THREE) 


You’ve got two goals 
in this Section: Find 
Princess Leia and find 
the way out! We’ve 
given you two maps 
for a double dose of 
assistance. 


The first map shows the 
path to Princess Leia’s 
prison cell. When you 
reach the cell door, push 
Up to look inside the 
cell and spot the 
Princess. She'll join 
your group. You've got 
the entire team now! 
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The second map shows 
the path out of the 
Section. Follow it 

carefully and you'll 
find yourself in... 


THE DEATH STAR 
(SECTION FOUR) 


Run to the right. Use the treadmills to build up speed and use 
running jumps to move upward to the arrow shaft. Use the shaft 
to fly to the right. 
Watch out for the 
pulse-laser Droids on 
the ledges; they’re 
indestructible! 

Use the second 
arrow shaft to shoot 
up and right. Jump 
up the stairs to find 
the Large Orb, then 
return to the arrow 


shaft and walk off it to the left. 
Follow the treadmills up to the 
ladder. Climb up the ladder and 
run to the left. Get a running 
start on the treadmill and bound 
to the left, over the spikes. 

Drop to the ladder on the 
left and climb down past the 
slow-walking Droid. Jump up 
the ledges until you reach the 
highest one (with the weight 
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above it). Inch to the right side of the ledge, then run off the left 
side. If you did it right, you'll land on a ledge. If you did it 
wrong, you'll land on a bed of spikes! 

Move to the left and jump up the arrow shafts. Jump to the 
left, over the Droid, and you'll enter... 


THE TRASH COMPACTOR 


There’s a disgusting 
creature in here, but 
he’s harmless if you 
know what to do. 
Arm Luke with the 
Lightsaber and jump 
up to the third plat- 
form. Don’t fall into 
the slime, or you’re 
history! Stand on one 
side of the platform 
and watch the mon- 
ster below you. Wait until he starts to rise out of the green slime, 
then run to the opposite side of the platform. 

When the monster emerges from the slime, whack him with 
the Lightsaber. A few swats will destroy him. If he falls back 
into the slime, just move to one side of the platform and get 
ready to attack again. Don’t miss too many times, or the slime 
will cover all of the platforms on the screen, drowning you in 
unspeakably gross garbage. When the Compactor beast has 
been beaten, you'll crawl out to... 


THE DEATH STAR (HANGAR) 


This is the toughest sequence of the game, so get ready to use 
lots of continues! Run to the right and jump over the “Trooper 
onto the crates. Jump 
onto the rightmost 
crate and then leap 
into the arrow shaft. 
Ride the shaft all the 
way up. When you 
come out of the shaft, 
steer to the left. Fly 
over the ledge and 
continue moving to 
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the left. Aim for the small ledge in the middle of the spike bed. 
This is a really tough jump, so keep trying! 

Jump over to the arrow shaft and shoot upward. There’s a 
second shaft directly above the first; hit it before the ‘Trooper 
gunner gets you! Land on the ledge and move to the right. 

Here’s another tricky ` -ET > 
jump. Get a running start n 
and leap to the right just 
hard enough to squeeze 
into the space between 
the two ledges. This 
jump is all timing, so 
don’t get frustrated. 
There’s a ‘Trooper to 
waste on the right side of 
the tunnel. 

Run out of the tunnel to the right to hit the arrow shaft. Fly 
upward and move to the left when you spot the tunnel. Try to 
land as far into the tunnel as possible, to slash the Stormtrooper 
before you land! Walk to the left and wait below the next ledge. 
There’s a gunner on this ledge for you to get past. Do it and leap 
into the next arrow shaft. 


As soon as you exit the 
shaft, steer yourself to the 
right, over the bed of spikes, 
to land on the flat ledge. Use 
a series of running jumps to 
move to the right, then jump 
onto the blue ladder and 
climb down. Follow the path 
to the next arrow shaft. 

Fly to the right, through 
the first shaft, then hit the 
bottom of the second shaft. 


ee |!) ae 
Fly to the right to land on the 
ledge. Getting past these two 
shafts is difficult; don’t stay in the 
shafts long or you'll hit the spikes 
at the top of the screen. 

Move right and jump into the 
shaft. Fly up and land in the small 
space. Let the ‘Troopers below you 
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start walking to the left, then thrash them and run to the left. 
You'll come to a weird-looking Droid! Move up to the Droid 
until it fires a missile, then run 
to the right to dodge the 
missile and the Droid! 

Jump onto the right side 
of the crate, and use a running 
jump to get over the Droid. 
He'll fire another missile, so 
quickly hit the arrow shaft 
and fly up and right! 

There’s one final obstacle in your way, a ‘Trooper gunner. 
Grab the 1-Up in front of him, then jump over him and run to 
the right to board... 


THE MILLENIUM FALCON 


Move the gunsight around the screen to shoot the attacking TIE 
Fighters. The TIE Fighters will shoot green lasers at you, but you can 
shoot the lasers before they hit your ship. You can’t dodge the lasers, so 
your only chance is to shoot them! 


The TIEs attack in the same pattern each time. After a while, 
you'll begin to recognize the pattern and know where to shoot 
ahead of time, which is crucial to survival. 
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Your gunsight doesn’t really need to be on your target. As 
long as your laser beams strike enemy targets, it doesn’t matter 
whether they’re under the gunsight or in your laser’s path. The 
target will be hit either way. This trick is most useful when two 
green lasers are headed at you from opposite sides of the screen. 
Aim the gunsight between the two lasers and fire. Your lasers 
will strike both green lasers at once! 


After you destroy about 50 of the pursuing TIEs, the rest of 
them will give up and you'll jump into hyperspace. After 
stopping at the Rebel base at Yavin, you'll hop into... 


THE X-WING FIGHTER 


Keep banking the X-Wing 
up and down, forcing the 
TIE Fighters to pursue 
you. If you try to chase 
the TIEs, they'll stay just 
out of your gunsight 
range and shoot you with 
their lasers. Remember 
that you can shoot the 
incoming laser fire. 
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Take out anywhere from 60 to 65 TIEs and the path is clear 
for the final approach to... 


THE DEATH STAR (TRENCH) 


Use the Force, Luke... or at least your trigger finger! Stay near 
the left side of the trench and rapidly press A to fire Laser 
Torpedos. Don’t bother with the X-Wing Lasers. The Torpedos 
—— — fly behind you to hit 
ie Rae and destroy pursuing 

TIE Fighters, which the 
Lasers won't. 

Stay on the left side 
of the trench, blowing 
up TIEs and dodging 
obstacles, and you'll 
find yourself at the end 
of the trench before you 
know it. Fire some Tor- 
pedos into the venti- 
lation duct, sit back, and 
enjoy the show! 


SHH... THE SECRETS 


Hidden 1-Ups In Obi-Wan’s Cave 

Keep a close eye on the walls as you make your way down into 
the Cave. You'll spot one section of the wall that looks different. 
Use a running jump and leap into the section, which is actually a 


secret tunnel! Then jump to the left, over the shaft, and destroy the 
Sandperson. You'll find two 1-Ups to the left of the Sandperson! 
Visit the Cave again and again to build your lives up. 
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TaleSpin 
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Distributor: CapCom 
Game Type: Arcade Action 


WHAT’S GOING ON? 


Baloo Bear is the ace pilot of the Mini Sea-Duck, picking up 
precious cargo for his valuable customers. Baloo’s got eight 
jobs to run today! Of course, Don Karnage and his evil gang 
of air pirates chose today to harass Baloo. Help Baloo make 
his deliveries! 


PLAYERS 
TaleSpin is for one player only. 


SCORING 


You score points by collecting Fruit and Cargo Boxes. If you 
manage to snag all the Cargo in a round, you get a big bonus score. 


LIVES AND CONTINUES 


You start the game with three chances. Each chance has a 
number of Hearts. Every time the Mini Sea-Duck is hit, you lose 
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a Heart. If you lose all your Hearts, the Sea-Duck will crash and 
Baloo will parachute to safety! 

If you lose all of your chances, you can continue (up to three 
times) from the beginning of the last Round you reached. 


CONTROLS 


Control Fire Cannon Flip Upside-Down 
Mini Sea-Duck 


Status Screen 


WEAPONS 


The Mini Sea-Duck is equipped with a powerful cannon. By 
collecting Special Items, you can make the cannon more powerful. 


SPECIAL ITEMS 
Items are stashed just about everywhere. Shoot everything you 
see and you might make items appear! 
Cargo Boxes are the main goal of each round. Collect them all! 
Fruit is worth extra points. 
Hearts give you extra strength. 
Money Bags are worth extra dough at Wildcat’s hangar. 


FRIENDS 


At the end of each round, you'll take a break in Wildcat’s 
hangar. By using the Money Bags you collected during the 
round, you can buy three great items. 
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Armor protects the Sea-Duck from enemy fire. 
Continue gives you one more continue. 
Engine Power boosts the Sea-Duck’s speed. 
Heart is added to your current Heart strength. 
The Mini Sea-Duck is an extra life! 

Rapid Shot is rapid! 

Super Rapid Shot is even more rapid! 


ENEMIES 

Don Karnage has filled the skies with foes. At the end of each 
round, you'll have to fight a tough-to-beat pirate that Karnage 
has readied for you. 


STRATEGY SESSION 


General Strategies 
TaleSpin is meant for very young players or absolute beginners. 
Experienced players can still have some fun, but they'll beat the 
game pretty quickly. 

Shoot, shoot, shoot! There are hidden items throughout 
every level, and the only way to find them is by shooting their 
hidden locations. 


ROUND 1: OVER THE SEA 
You start this round over the 
land! The sea comes later. Start 
by shooting away at the 
attacking planes. Sometimes, 
the planes you shoot will drop 
crates. Shoot the crates and the 
items inside will start to fall. 


& S 


You'll also spot Cargo Boxes. 

Simply fly over them to collect 

them. If you gather Cargo Boxes 

in one spot, fly off the screen, and 

then return, there will be more 

Cargo Boxes! You can repeat this over and over to power up on 

Boxes. Just remember, if you lose a plane, your Cargo will go all 
the way back to zero! 
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Right before you start 
flying down the waterfall, a 
metallic plane will fly onto 
the screen. You can’t shoot 
this plane down, but it can 
shoot you! Dodge its bullets. 

You'll have to flip the Sea- 
Duck as you're flying down 
the waterfall to shoot the 
bubble machines on the left 
side. There’s a Heart to collect 
halfway down the falls. 

The next section of the round 
features a fleet of amphibious 
helicopters! You can shoot all of 
these choppers, or you can play it 
safe and stick to the top of the 
screen, flying quickly to the right 
until you reach the ship. 

There are lots of cargo boxes on 
top of the ship. Fly low so you can 
snag them all as you fly past. Take 
your time! You'll also have to fly by 
huge cannons just before the final 
enemy of this round. : 

The Boss is a huge submarine! When all you can see is the 
periscope, move far away from it and shoot it. The periscope 
will fire a barrage of four 
bullets, but if you're close to 
the water, you'll be okay. 

The sub’s second attack is 
far more dangerous. It comes 
out of the water to fire 
missiles! These missiles streak 


toward your position. Fly 
upward and over the sub- 
marine to dodge the missiles. 
The submarine will only take 
a few hits before you destroy 
it and clear the round! 
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Wildcat’s Garage 


How much money you 
have depends on many 
factors, so you just have to 
buy things when you can 
afford them. Try to snag a 
Rapid Shot or Super 
Rapid Shot first. After 
that, get Continues or 
Mini Sea-Ducks to in- 
crease your chances of 
making it through the 
game. Finally, purchase 
Armor or Engine Power to soup up the Sea-Duck. Remember that 
you'll have to buy these items over the course of several rounds. 


ROUND 2: THE BASEBALL STADIUM 


Getting through the first half 
of the stadium is pretty easy. 
Stay low to the ground to 
shoot the baseball cannons, 
and gain altitude to shoot the 
airborne enemies. 

When the screen stops 
scrolling to the right, fly to the 


left. A huge baseball will fall 
from the top of the screen and 
break open a hole into the 
ground! Fly into the hole. 

There are two ways to beat 
the floating mines in this tunnel. 
If you fly close enough to one 
without actually hitting it, it will 
blow up without hurting you. If 
you shoot a mine, it will fall off 
the screen. Try to shoot them to 
get extra items. 

When you get back to the stadium, darkness will have 
descended and your enemies will be different. They'll all fly at 
you quickly from the right side of the screen. You'll need to 
shoot diagonally a lot to get them all! 
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The Boss is a 
giant baseball with 
a simple attack 
pattern. When the 
baseball flies up- 
ward, it shoots 
clusters of three 
small baseballs. 
Dodge between the - - 
small baseballs and shoot the big one! After a while, the big 
baseball will bounce to the other side of the screen. Fly to the 
opposite side and get ready to shoot again. 

The baseball will take more damage than the last Boss, but 
you should still win easily! 


ROUND 3: IN THE STORMY SKY 


During this round, shoot everything, including the sky! Several 
Special Items are hidden in the skies, and you won't see them 
unless you shoot them. 

The sky sharks dart out of 
the clouds, so stay in the 
middle of the screen. Fly too 
low and you'll be shark bait! 

There’s a great place to 
power up on Cargo Boxes just 
before the first mountain 


peak. A row of six Boxes is 
perched on a cloud, just 
waiting to be scooped up. 
Remember to fly to the right 
and then back to the left to 
make the Boxes reappear. 


Stay high on the screen 
and fly to the right quickly 
to get through the cannons 
that look like mines. They 
fire diagonal bolts of 
electricity soon after you 
pass them, so keep moving! 

The Bosses are two 
green planes that attack in 


Nintendo Games Secrets 3 


various formations from 
the sides of the screen. 
The best strategy is to 
stay in the middle of the 
screen, shooting the 
planes as they come 
onto the screen. Since 
you’re in the middle of 
the screen, you'll have 
an easy time dodging 
their bullets. 


ROUND 4: THE HAUNTED HOUSE 


This spooky abode is teeming [JEg 
with otherworldly hats and 
chandeliers. The hats pop to life Fe 
when you come near them; 

shoot them with the cannon to 
defeat them. The chandeliers 
are trickier. When you get 
below them, they'll fall straight 
down, trying to hit you. Fly to 
the left to dodge them! 


The ghosts are dangerous. 
When you shoot a ghost, it will 
turn into a smaller ghost, then 
start spitting out even smaller 
ghosts! Keep shooting like mad 
to destroy the teeny-tiny ecto- 
plasms and collect Special Items. 

Stay high on the screen to 
avoid the fireplaces in the next sec- 


tion. They spit out hot coals, 
trying to knock you from the 
sky! Not very nice, huh? 

The last area before the 
Boss is a deadly section of 
wall with ghostly hands pop- 
ping out of the bricks to shoot 
at you! Stay at the bottom of 
the screen and fly to the right 
to fly past all the hands 
without having to shoot them. 
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The Boss is a big 
ghost dressed in gloves, 
shoes, a hat and a bow- 
tie. Shoot the bowtie to 
do damage. Stay at the 
far left side of the screen 
and dodge the ghost’s 
fists as he tries to punch 
you out of the air! 


ROUND 5: HIGH ABOVE THE CITY 


At the beginning of the 
round, you have to fly 
past the hang-gliders! 
Shoot them before they 
get too high into the air. 
If they get high enough, 
they'll streak straight at 
you, almost certainly 
doing damage! 

When you start flying down 
the side of the building, shoot 
the large helicopters to stop 
them from spewing out smaller 
choppers. Once the big guy’s 
gone, knock off his offspring. 

Stay at the top of the screen 
as you fly through the girders. 
There are lots of items to pick 
up here, and only a few ene- 
mies to worry about. Fire away! 


Blast through 
the girder cannons 
and you'll encoun- 
ter the next Boss! 
Stay to the right of 
the wrecking ball. 
Aim for the driver 
of the machine by 
tilting downward. 
You'll have to 
dodge both the 
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wrecking ball and the bouncing bullets. Fly high enough to 
stay away from the bullets. 


ROUND 6: THE MINING TUNNELS 


The minecarts are dangerous 
little guys rolling along the 
tracks at the bottom of the 
tunnels. Stay high to avoid 
the bones they throw and 
blast them! : 


When you start flying 
vertically, snakes will come out 
of the walls! Shoot the snakes at 
the point where they come out of 
the wall. This is their only weak 
spot. Otherwise, you'll just have 
to avoid them! 

The green robots are very 
fast. They start attacking right 


after you get through the snake shaft. Stay at the left side of 
the screen and shoot them quickly. Be ready to dodge their 
cannon fire! 


At the top of the 
second vertical shaft is 
the sixth Boss! Stay on 
the far right side of the 
screen, below the highest 
rock. Face left and shoot 
at the metallic menace. 
Whenever the door 
opens, shoot the Boss to 
do damage. 

Small boulders will 
shoot at you every so 
5] often. Fly down and left 

5 “ a bit to dodge the 
boulders, then return to your prime shooting position and 
continue to fire. The Boss will go up in smoke pretty quickly! 
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ROUND 7: JUNGLE JUNKET 


The natives at the start of the 
round are quite restless! 
They’re on the ground, so you 
can fly low to shoot them and 
fly high to dodge them. Watch 
out for their pointy spears! 


The totem poles spring to 
life soon into the round. Shoot 
both heads of the totem pole, 
because they can both fire at 
you! These poles will guard 
most of the goodies during the 
rest of the round. 


Once you get into the air, 
you'll have to battle spear- 
throwing vultures! Don’t stay hori- 
zontally aligned with them for too 
long, or their spears will nail you! 

A huge blue alligator is the 
Boss of this round! Shoot the red 


gem to damage the 
‘gator. Stay high on 
the screen to shoot 
the fireballs that the 
‘gator shoots at you, 
then tilt downward 
to hit the charging 
natives. No problem! 


ROUND 8: 


THE SNOWY ALPS 


Don Karnage has pulled out 
all the stops now! Your ene- 
mies at the start of the round 
are tons of airplanes! You'll 
have to fly better than ever 
before to avoid their shots! 
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When you start flying 
up the mountain slope, 
you'll be set upon by 
skiers! These guys have 
incredible leg strength. 
They can leap high off the 
slope to hit you! Don’t try 
to fly above them. Shoot 
them instead! 


Bombers are next! The metal 
domes that they drop can be shot 
for items. Don’t get underneath 
them or you’re toast! 

The final Boss is a hyperfast 
airplane that can fly loops 
around you! Stay in the middle 
of the screen and keep turning to 
face the airplane as it wheels 
around you. Shoot like crazy to 
hit the plane, and keep moving around the bullets it fires. When 
you destroy this plane, you'll go after the final Boss! Good luck! 


SHH... THE SECRETS 


Defeating The 
Final Boss 


Fly slowly to the 
right and shoot all of 
the rotor blades on 
this huge craft. The 
final blade on the 
right side will take 
lots of shots. Dodge 
the sharks and 
bombs as you fire. 
Go for it! 


Bonus Rooms 

The strategy for the Bonus Rooms is pretty simple: grab lots of 
bonus items, and get to the right side of the room before too 
long. That’s because there’s always a 1-Up hidden in one of the 
balloons on the right side of each Room. Give yourself enough 
time to find it! 
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Round 3, Room 1 

Shoot the right side of the cloud 
located at the end of the first 
horizontally scrolling section. 


Round 3, Room 2 
Shoot the right side of the 
second mountaintop. 


Round 5 
Shoot the left side of the high- 
est girder. 


Round 6 

Shoot the bottom of the first 
deep shaft (with the two Cargo 
Boxes inside). 


Round 7, Room 1 
Shoot the far left side of the deep 
shaft (after the orange sky). 
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Round 7, Room 2 

Shoot the right side of the brick 
plateau. The plateau is just to the 
right of the first Room’s door! 


1-Ups 

Round 4 

Shoot the area to the left of the 
two Cargo Boxes. 


Round 5 
Pick up the 1-Up on the girder 
next to the Cargo Box. 


Round 6 

Look for the tunnel with the 
stone block near its entrance on 
the right. Shoot the far left side 
of the tunnel. 
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Round 7 

Wait until you start flying down 
a shaft after being in the air. 
Shoot into the second hole down 
on the right side of the shaft. 
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Totally Rad 


TH AND ©1991 JALECO LID. 
LICENSED BY 
NINTENDO OF AMERICA INC. 


Distributor: Jaleco 
Game Type: Arcade Action 


WHAT’S GOING ON? 

The evil underlord Edogy has kidnapped your totally righteous 
babe, Allison (and her most intelligent scientist father) to find 
out how above-grounders think, feel, and make weapons. With 
this knowledge, he plans to take over the state of California! You 
are Jake, a totally rad dude, on a mission to rid the earth of a 
malignant menace, and save your bodacious babe! 


PLAYERS 
Totally Rad is for one player only. 


SCORING 
You don’t get points in this game, dude. Your goal is to free 
your babe! 


LIVES AND CONTINUES 

You begin with three lives and three continues. Each life has a 
Life Gauge with six bars. Every hit reduces the gauge by one 
bar. Run out of bars and you die. 
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When you continue the game, you'll start at the first sub- 
stage of the last Stage you reached. For example, if you die on 
Stage 2-2, and continue, you'll start at Stage 2-1. 


CONTROLS 


Move Jake Use Magic Jump 


Pause Magic Menu 


WEAPONS 


Jake can shoot large bursts of energy out of his hands. The 
longer you hold down the B button, the more radical the energy 
burst will be. 

Jake also possesses great magical skills taught to him by 
Zebediah, a gnarly old magician who also lives underground. 
Hit Start to bring up the Magic Selection Menu and choose one 
of the 12 types of spells. 

Each spell uses some Magical Power. If you run out of 
Power, you can’t cast any more spells, and you can’t get any 
more Power unless you die! Be most conservative with your 
spell use. 

The Damage Shield (2 MP) prevents damage to Jake for a 

few seconds. 

The Eagle Spell (2 MP) allows Jake to fly. 

The Fire Magic Spell (2 MP) kills or weakens enemies on screen. 

The Fish Spell (2 MP) allows Jake to swim. 

The Jake Spell (0 MP) turns Jake into his excellent self from 

the Lion, Eagle, and Fish transformations. 
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The Life Up Spell (4 MP) fills up the Life Gauge completely. 
The Life Half Up Spell (2 MP) fills up three bars of the 
Life Gauge. 

The Lion Spell (2 MP) transforms Jake into a Lion! The Lion can 
jump 50% higher than Jake, and can;t be hurt when jumping. 
The Stone Spell (2 MP) kills or weakens enemies on screen. 
The Stop Time Spell (2 MP) freezes enemies for a few seconds. 
The Water Spell (2 MP) kills or weakens enemies on screen. 
The Wind Spell (2 MP) kills or weakens enemies on screen. 


SPECIAL ITEMS 


Sorry. There’s nothing special 
in this game. 


FRIENDS 


Zebediah helped Jake learn 
magic, and he’ll give you 
some support in between 
Stages. Too bad the gnarly 
dude can’t help you rescue 
Allison! 


ENEMIES 


You know, like, Edogy isn’t dumb. He knows you're coming 
after him. So he’s got a bunch of heinous Bosses between you 
and him. Some of the Bosses are totally bogus, but others are 
buffed to the max and will take most excellent gameplaying 
to defeat! 


STRATEGY SESSION 


General Strategies 

Whenever you're under three bars on the Life Gauge, it’s time to 
use a Spell to heal yourself. It’s better to lose a little Magic 
Power than to lose an entire life! 


STAGE 1-1: AMUSEMENT PARK 

It doesn’t get much easier than the first half of this Stage. Just 
run along the ground and use your energy blasts to shoot 
attackers. It’s best to hold down the B button at all times so that 
your blasts will be at full strength. 


248 


Totally Rad 


The second half of the Stage 
is tougher because of the 
flying blue pods. These guys 
hover in a stationary 
position or fly quickly to the 
left, and they do a lot of 
damage. Jump and shoot the 
stationary pods, and jump 
over the moving pods. 


There’s a heinous (and 
totally ugly) pizza vendor at 
the end of the Stage, but 
beating him is totally simple. 
Stand a bit to the left of the 
vendor’s platform and then 
jump into the air contin- 
uously. Shoot the pizzas out 
of the vendor’s hands before 
he can throw them. When 
the vendor blows up, you've 
finished the Stage. 


STAGE 1-2: 
UNDER THE BIG TOP 


To get the balloons out of your 
way, just get close to them and 
they'll float upward. Don’t hit 
these deadly air-filled devices! 


Salli an tall a tala a e 


Watch out for the bomb- 
dropping clowns! Shoot them 
out of the sky, and then blast 

them as they run at you. 
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Select the Stone Spell 
and use it on Rubyllia 
during your fight. Each 
Stone Spell will drain a few 
bars off the Life Gauge. 
Don’t worry about running 
out of Magic now; if you 
beat this Boss and move on 
to the next Stage, your Magic 
will be fully recharged! 
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This is one short Stage! 
Just run to the right and 
shoot past the pogoing 
nerds. There’s a tougher- 
than-normal enemy guard- 
ing the entrance to the 
Sewers. Jump over his 
laser bolts and shoot him 
with your energy beams. 


Near the end of the Stage, you'll 
have to make some most difficult 
jumps over flaming pits! Don’t leap 
until the balloon you’re going to 
jump to is below you. 

You're through the Big Top, but 
you're not done! You have to fight a 
heinous Boss named Rubyllia! 
You'll see Rubyllia’s Life Gauge 
form on the bottom of the screen 
(he has 12 bars in the Gauge). 


To damage Rubyllia the normal 
way, shoot at the ruby on his belly 
and stay close to him to dodge 
under the rocks he throws at you. 
Use a combination of magic and 
good shooting to win the battle! 


STAGE 2-1: 
THE CITY STREETS 
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STAGE 2-2: THE SEWERS 


The spurting pipes are tricky. It’s 
best to leap over them just after 
a huge spurt, when the water is 
falling downward. You may still 
get hit once or twice by the 
slimy goop! 


won't let you get out of this 
most unpleasant Stage without 
a fight. Try two or three Fire 
Spells to wear him down and 
finish him off with energy 
beams. Then run to the right 
and jump back to the streets! 


STAGE 2-3: THE CITY 
STREETS REVISITED 


This is the largest Stage yet. You'll 
be alternating between runs to the 
right and moving upward. The 
trickiest enemies are the flying 
dragons. They’re very tough, so 
don’t try to jump past them. Destroy 
them completely! 


Biclopter is the Boss of the 
Stage. Stay on the far left side 
of the screen and concentrate 
your fire on his leg. 
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After a while, you'll blow his leg 
up! Now shoot at his big eye. 
When he hops to the left, be 
ready to jump his fire! 


STAGE 3-1: THE DARK FOREST 


Watch out for the falling rocks! 
They drop out of the trees to 
knock you silly. There are two 
way to avoid them. Just keeping 
running to the right so they land 
behind you, or run under them 
when they bounce. 


The end-of-Stage dude is 
pretty wimpy. Stay far away 
from him and shoot him! 
He'll blow up and you'll 
move on. 


STAGE 3-2: 


THE RIVER OF DANGER 


You're going to be doing lots of 
swimming, so use the Fish spell 
to make yourself water-friendly. 
Then swim to the right, staying 
near the bottom of the screen. 
Watch out for the spiked 
platforms, and blast the huge 
robots that come at you from 
the right. 
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The end-of-Stage dude will try 
to swim right up to you and 
scratch you with his claws. 

Just stay as fay away as you 

can and shoot! 


STAGE 3-3: BEHIND THE WATERFALL 


Turn back into Jake at the start of the Stage, then start walking 
along the platforms, falling downward. 

You'll meet up the pizza dude from the beginning of the 
game several times during the Stage. Remember to shoot his 
pizzas! If he throws one, jump over it. 

There will be a few ledges with so many robots on them that 
your best strategy will be to use a spell (like the Stone spell) to 
destroy them all. 

The Boss is Nauti- 
kill! Turn back into 
the Fish and swim 
about halfway up the 
left side of the screen. 
Shoot Nautikill in the 
eyes. When Nautikill 
swims to the left, 
drop to the bottom of 
the screen and wait 
for Nautikill to swim back to the right. Continue your attack 
until Nautikill is history! 


Peery rer kt et ee ee 


STAGE 4-1: 


ENTRANCE TO THE 
UNDERGROUND WORLD 


This Stage goes right, down, and 
right again. When you start 
going right for the second time, 
turn into the Eagle to fly past the 
difficult jumps. 
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Against the end-of-Stage 
dude, use your flying ability 
to soar over his bullets, then 

shoot the dude when he opens 
up. No problem! 


STAGE 4-2: 
CAVES OF THE UNDERGROUND WORLD 


Stay in your Eagle form, because you'll need your flying 
powers. Fly very slowly to the right and stay near the ledges. 
When a rock falls down 
from the roof, drop onto 
the ledge and run under 
the rock as it bounces. 

Near the end of the 
Stage, fly high to get past 
the floating alligators 
and flying fish. Then 
land and run to the right 
to fight Fang! 

Fang is totally easy to beat in your Eagle form. Fly up to his 
eye level and fire away at his head. You’ll wail him 
continuously. Fang 
will start to lower into 
the ground after a 
while, so follow him 
down and keep firing. 
You may get hit once 
or twice as you get 
close to the ground, 
but you should be 
able to defeat him 
before he totally sinks 
into the ground! 


STAGE 5-1: CITY AT THE CORE OF THE EARTH 
A few of the enemies from earlier levels are waiting to attack 
you! Turn back into Jake to get through this Stage. 
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The end-of-Stage dude 
is a pushover. Dodge the 
lasers he shoots and wait for 
him to shoot his eyeball at 
you! Now run back and 
forth underneath the bounc- 
ing eyeball, shooting the 
robot when you face to the 
right. The eyeball won’t hit 
you as long as you keep 
moving. Easy as pie, dude! 


STAGE 5-2: LAVA PALACE OF EDOGY 


You won't have a problem until 
the end of the Stage, when you 
have to fight a majorly nasty 
bodyguard of Edogy! The only 
way to get past this guy is to 
use Fire spells until you’re 
totally out of magic power! 
You'll waste the guy and clear 
the way for the final battle with 
Edogy. See The Secrets or take 
him on by yourself! 


SHH... THE SECRETS 
Defeating Edogy 


Edogy has two forms. To battle the first form, stay at the left side 
of the screen. Jump.over the boomerangs that Edogy shoots at 


you and shoot his feet when 
he lifts up his sword. 


When Edogy starts to fire his 
shoulder cannon, move up to his 
feet and slowly move back to the 
left. The cannon will fire behind 
you, but won't hit you. Then 
repeat your attack pattern until 
you've blown Edogy’s feet off! 
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The second form is 
much like the first. 
Jump over the boom- 
erangs, shoot under the 
sword, and dodge the 
cannonfire. remember to 
run to the right and 
“lead” the fire to the 
left. This time, you may 
have to jump over the 
last few bullets. Blow 
Edogy up and you’ve 
saved Allison! Excellent! 


CHAPTER 17 


Uninvited 


Distributor: Kemco/Seika 
Game Type: Graphic Adventure 


WHAT’S GOING ON? 


You're driving down a dark and mysterious road. Your sister is 
in the passenger seat. A shadowy form leaps in front of your car. 
You hit the brakes and skid off the road. You crash into a tree. 
You lose consciousness. When you awaken, your sister is gone. 
In the distance, you see an old mansion. You know your sister 
went there. You wonder what the occupants think of their 
uninvited guest... 


PLAYERS 


Uninvited is for one player only. There are three save slots, 
allowing three different players to save games. 


SCORING 


Although you don’t score points in this game, you must solve a 
series of puzzles and obtain certain objects. At various stages in 
the game, you can’t go any further without the right objects. 
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LIVES AND CONTINUES 


You only have one life, but you can save the game at any time to 
resume play later. You can die in a variety of entertaining ways, 
but we'll try to keep you alive! 

You can continue the game after you die. The game 
determines where you start. You can also continue from a 
saved game whenever you restart the game. There are three 
save game positions. 


CONTROLS 


Move Pointer 


Make Selections 


The Screen: On the screen, you view the scene in the upper 
left corner. On the right, you see the cards which show you what 
you are carrying or 


what another object eee 
contains. Use the ar- |} <MATCHES 
rows next to the word =e <canbLes 
MEMO to cycle through paree 

H GOBLET 


the various cards. You 
also find your magic 
spells listed on a card. 
Below the cards and 
the view screen are the 
commands. To the left is 
the Move command 
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and the miniature map which shows all the current exits. Be 
aware, though, that some exits won’t appear at first. You'll have 
to find them. 

The main commands are to the right of the miniature map. 
Further right are the card arrows, the Self button, and the Save 
button. The Self button represents you. For instance, suppose 
you want to wear a hat. You would Use the hat on Self (click 
Use, then click on the hat, then click on the Self button). 

To save the game at any time, click on the Save button. 


The Commands: You need to understand how the commands 
in Uninvited work. The Examine and Take commands are pretty 
obvious. Simply click on the command and then point toward 
the thing you want to examine or take. You can take objects by 
pointing to them on the screen. You can also take objects from 
other objects. For instance, if you use the Open command to 
open a bag or chest, you will see what is inside. Take what you 
need to add it to your personal inventory. 

When you select a command it remains selected until you 
select another command or press B. That way, you can examine 
or take a lot of objects in a row without having to select a 
command each time. The same goes for the Move command. 
You can cover a lot of distance if you need to. 

Open and Close are pretty obvious most of the time. 
However, there may be a few cases where the Open command is 
needed where it isn’t really obvious. Likewise, some doors and 
other objects cannot be opened with the Open command. For 
those, you'll have to find other means. 

The Use command is probably the most important 
command in the game. You can use an object simply by selecting 
Use and then pointing to the object. This works in some cases. 
However, you may also need to use one object on another. An 
example would be to use a key in a keyhole. You would select 
Use, then select the key, then point to the keyhole. When in 
doubt, try Use. 

The Hit Command lets you strike an object or person, but 
don’t expect to use it too much. When you want to use a 
weapon on an enemy, it’s the Use command. Surprise! 

The Leave command lets you drop objects, but you can’t 
drop them in very many places. However, you really don’t need 
to drop anything during the game. You're pumped up enough 
to carry a lot of stuff around. 

The Speak command lets you speak to a character or chant a 
spell. You will need to use certain spells at appropriate places. 
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The Move command is used for movement. You can point to 
one of the exit squares on the miniature map below the Move 
command, or point directly to a door or other place you wish to 
move to. 


WEAPONS 


You'll find a few weapons in this game, like the Axe in the 
Tower. However, this isn’t an action game. Each weapon has a 
specific use. You won't be able to hack apart any ghost or demon 
you meet by simply selecting a sword and thrashing away. 
Instead, you'll have to figure out which weapon works on which 
creature. In some cases, no weapon will do. 


SPECIAL ITEMS 


There are lots of special items in this game, and they come into 
your possession as you solve clues and puzzles. Each item is 
used in a specific way. The best thing to do is to experiment 
(with your game saved) to see what works in which situation. 


FRIENDS 


Who is friend and who is foe? That’s a hard one to figure out. 
Listen to everyone and write down the clues, and don’t worry 
too much about it. 


ENEMIES 


The mansion is teeming with unfriendly creatures lurking 
about. You won't meet any creatures randomly. They all have 
their place in the game, but you will meet them. The mansion 
itself is your enemy, too. One false step can lead you to a short 
trip into eternal sleep, so don’t figure all your enemies will 
appear in front of you. 

There’s always a way past an enemy. It may involve a spell, 
or it may involve a weapon or other object. If you experiment, 
you'll be able to get by. 


STRATEGY SESSION 


General Strategies 


Playing Uninvited requires logic and patience. You won’t get 
lost in the mansion. It’s not that complicated. But you will want 
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to remember where you saw items. You may find yourself going 
back for certain items that seemed unimportant the first time 
you spotted them. 

Most objects in this game are useful, although some are not. 
Certainly objects like jewels and scrolls may be useful, whereas 
objects like the towels and soap aren’t all that helpful. 

When a description is 
printing out on the screen, 
press A to make it finish 
quickly, then press A to 
move on to the next screen of 
text or back to the action. 

To sum up: Get every 
item you see, find hidden 
passages, and write down all 
clues. If you aren’t sure, use 
the Look command to check 
out all objects and places in 
every room. And SAVE 
OFTEN!!! Death comes very 
quickly in this game. 

We've given you a general walkthrough of the game, where 
we try to let you figure out most of the puzzles. If you’re stuck, 
look at The Secrets for the answers to some of the trickier 
puzzles in the game. 


AN UNINVITED GUES 


When you start the g 
game, you've just 
regained conscious- 
ness in the front seat of 
your car. The air is rank 
with the smell of gas 
fumes. Gas fumes? 
You'd better get out of 
this car pronto! 

Whew! That was 
close! The car blew to 
smithereens, but you’re 
okay. The mansion is 
right in front of you. 
But the door is locked! How are you going to get in? There’s no 
door mat to look under, but there’s a mailbox. Check it out. An 
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envelope! Tear it open and see what's inside. Take everything out 
of the envelope and that front door won't be locked anymore. 
But is that good or bad? Gulp... 


IS ANYONE HOME? 


As soon as you enter 
the mansion, the 
door slams shut 
behind you. You 
won't be getting that 
door open again. 
Trust us. Instead, 
spend your energies 
exploring this place! 
Try looking around AS YOU ENTER, THE DOOR 
this room, then go SLAMS SHUT BEHIND YOU. 
into the Library to 
the right. 

Open the book to read it. You'll learn four most helpful spells: 
CLOUDISI, STILLINI, THUNDEDE, and TELEMAZE. Funny 
thing is, you won’t need to use all of these spells during the game. 
It’s nice to have them anyway! 


“PROPERTY 


Leave the Library and 
go back to the Foyer, then 
go into the Hallway. Open 
some of the doors. A 
lovely Southern Belle 
should appear after a 
while. Save the game here 
and then try Speaking to 
the Belle. Yikes! She may 
not have great looks, but 
she’s got great cheekbones 
(groan). 

Continue your game 
and you'll be back in the 
Hallway. Go up the stairs to the 2nd Floor Hallway. Don’t worry 
about the Southern Belle until later. 


SECOND FLOOR SEARCHING 


There are five rooms to explore from the 2nd Floor Hallway. You 
should search them all (in no particular order). 
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In the Master Bedroom, 
look for a good book to 
read. And don’t be afraid 
to peek into the 
bathroom. 


PROPERTY 
«PENDANT 


In the Closet, you can 
pick up everything if you 
really want to, but there 
are only two useful 
items. One of them is the 
Spray; the other one is 


particularly helpful 
See ee NO-GHOST, USE WHEN YOU 
met earlier. WANT THE DEAD GUESTS TO 


RETURN TO THEIR WORLD. 


In the Tower, get the Axe, but don’t climb up into the 
Tower itself. You'll find that it’s quite painful being tormented 


for eternity! 
In the Bedroom, there are two handy items. One of them 


will teach you a new spell, while the other will fill you in on 
some more of the details about this place. 

In the Guest Bedroom, there’s a very dangerous item to find. 
If you take it, there's no way you'll finish the game, since your 
mind will be under the control of a demonic force! 

If you’ve ransacked all the rooms, it’s time to return 
downstairs and take care of that Southern Belle. Something from 
the Closet will see her off. 


FIRST FLOOR FROLICKING 

Like the Second Floor, you should search each room thor- 
oughly for items. This time, there will be a few puzzles to solve 
as you search. 
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The Parlor’s pretty 
boring, but the Veran- 
da is home to a big 
ugly spider! If you 
remembered to read 
those labels on the 
items in the Closet, 
you'll know what to 
use, but you may not 
know how to use it. 
Try applying the 

i required substance to 
the area where the spider walks. Then leave and return so that 
the spider comes back onto the screen. 

Pass through the 
Dining Room (clear- 
ing off the table as 
you do so) and go 
into the Kitchen. 
Take some nice 
pointy objects, then 
go into the Pantry. By 
the time you leave 
the Pantry, you 
should be able to 
start a fire. 

Go back into the 
Foyer. If you used the 
Look command ear- 
lier, you'll know that something in here has a strange hardness 
inside of it. You can find out what the hardness is with one of 
the utensils from the Kitchen. 

Check out the Game Room next. With your newly- 
acquired object from the Foyer, you'll be able to open the 
locked cabinet. What should you do with the doll inside the 
cabinet? One of your spells is the answer, and you'll get 
another spell from the doll. 

You can walk into the Trophy Room from the Game Room. 
Don’t bother with the gun rack. You can’t get the guns, and you 
don’t need them anyway. There is something in this room you 
need, though. 

Have you searched the Study yet? There’s an important card 
in here that has some lucky numbers you'll need later. 
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PROPERTY There’s only one 

GYP. DOLL more room to explore 
«CAGE y on this floor, the 
x Servant’s Quarters. It’s 
kind of dark in here, 
don’t you think? Click 
on the lights and an 
ornery (but harmless) 
ghost will appear! 


THIS Is MY ROON 
vou IN HERE? 


Why don’t you “bug” him? 
Once he’s gone, collect the 
item you revealed behind 
the painting. 

There’s another place 
where you can use Key 1 
to open a locked cabinet. 
Search the Second Floor. 
Once you've collected the 
items from the cabinet, È 
return to the Trophy Room [Reapers 
and head for... 


THE GREENHOUSE 


From here, you can go to the Magisterium, Greenhouse, and 
Chapel. Try the Greenhouse first. Go inside and water all the 
flowerpots. One of the pots will grow a sprout, but you'll run out 
of water before the plant is fully grown. Refill the watercan and 
come back to finish the job. Then take the “fruit” of your labor. 


THE CHAPEL 


The two guard dogs in 
front of this holy place 
are mean suckers, but 
you can scare them off 
with one of your 
spells. Go inside and 
get grabby. You can’t 
take the bust, but one 
of your spells will 
bring the bust to life. 
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He'll open the door at the back 
of the chapel! Save the game 
before you exit through the 
secret door. 

When you walk outside of 
the door, you'll get wasted by 


* 
S2 
Se] 
S 
i 


a flying ghost! Why not 
“lighten up” before you go 
outside? When the ghost sees 
that you’ve been enlightened, 
he'll fly away and leave you 
alone—and alive! 


THE MAZE 


The secret door leads to 
the Maze. The first thing 
you should look for is a 
tombstone, but not just 
any tombstone. This 
stone should be different 
from the others! Use one 
of your items on the 
tombstone to reveal a 
hidden passage. 

Use a key to open 
the three cages, then trap 
one of the creatures. You've got an item that’s perfect for the 
task. Which creature? We'll leave that for you to figure out... 
= The bouncing smiley 
face can’t hurt you, but 
he’s not helping you by 
sitting on top of the Jewel. 
You'll need to draw his 
attention away from the 
Jewel. Try appealing to his 
“animal” -istic nature. 

Is there a single zom- 
bie in your way? If so, you 
can get rid of him with one 
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PROPERTY 
FRUIT 
BOUQUET 
BOUL 
CARD 
JAR 1 


“MATCHES 
«CANDLES 


UHOR THIS IS LIKE A 
SCENE FROM A 
FILM. 


THE MAGISTERIUM 


There’s no lock on the door to 
the Magisterium, but look at the 
shape above the doorway. What 
item do you have that has the 
same shape? Place that item on 
the shape to open the door. 


The observatory’s a false 
lead, but the lab has a vital item 
inside the safe. Look at one of 
the Scrolls, and the card from 
the Study. You should be able to 
figure out the combination of 
the safe. Inside, you'll find a 
cookie jar! There’s only one way 
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of the magical items in 
your possession. If you 
run into a group of five 
zombies, you’re head- 
ed in the wrong direc- 
tion. Explore some- 
where else in the maze! 
Once you've got 
everything in here, how 
do you get out? By mag- 
ical means, of course! 


You'll encounter a gross blue 
guardian as soon as you walk 


inside. He’s a hungry guy, so give 


him one of your edible items. 


He'll scarf it down and fly away! 
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to open the jar, and it’s a violent method. You've got an item 
well suited to violence, so use it! 


Go into the foyer. Read Diary 
3 carefully and maybe write 
down what it says. Using the 
Diary’s clues and the fire- 
place, you'll soon have the 
Star. Now head for the Game 
Room. You should see that 
weird little creature that’s 
been running across the 
screen during the game. All 
that running must make him 
hungry! Why not leave 
a something for him to munch 
on in this room? He'll appreciate it so much that he won’t even 
notice that he forgets a key. 
Remember the location with a locked hatch in the floor? 
Well, this key will get you through that hatch and into... 


THE CAVE 


i SEEL 


PE You're looking for an 
«CLOUDISI 


icy cave, but if you 
ne stumble into the Spi- 
eet —| der’s lair first, use one 
Salinas of your spells to chill it 
zO SERE out. Once inside the 
— cave, you'll talk to a 
wise old ghost. He 


THE MISTY TENDRILS FORM 
THEMSELVES INTO A ROBED 
HUMAN FIGURE. 


wants you to thaw out the cave. 
Check out Diary 3 again for an 
idea of which item to use. 

When you use the right 
item, you'll end up in a tiny 
room with the frozen body of 
Dracan! Dracan will start to 
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thaw out rapidly, so get 
the “drop” on him. 
Then walk out of the 
tiny room and onto a 
large staircase. 


One of your keys will 

unlock the door at the 

top of the stairs, which 
goes into the Study. 


SAVING YOUR SISTER 


Listen for your sister’s screams in the mansion. The closer you 
get, the louder her screams will be. When you walk into a room 
and the door locks behind you, your sister is directly above you. 
Get through the door in the ceiling and you'll find her. But your 
adventure’s not over yet... 


SHH... THE SECRETS 


Why does my mind keep getting taken over? 


If you take the Ruby in the Guest Bedroom, you'll keep getting 
possessed. So don’t take the Ruby! 


How do I kill the Southern belle? 
Use the No Ghost on her and watch the great melting animation! 


How do | get the spider on the Veranda? 


Use the Spray (“Spider Cider”) on the railing. Walk into the 
Parlor and back onto the Veranda. The spider will walk across 
the railing and into the Spider Cider. Take the Spider. 


How do | melt the icy cave? 
Use the Star on the icy cave. 


How do | defeat Dracan? 
Drop his body into the pit (with the Use command). 
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Where is my sister? 


Your sister will wake up 
when you've disposed of 
Dracan. Go to one of the 
bathrooms in the mansion. 
The door will lock behind 
you. Your sister is above 
you, but how do you get to 
the hatch in the roof? You 
can’t just float up there—or 
can you? 

Your sister will be in a 
state of shock. Wake her up 


PROPERTY (with one of the 
otal Commands). Then 
“WATCHES get ready for a shock 
«CANDLES 

of your own! You’ll 
only have time to use 
one item on the 
creature that comes 
out of your sister. The 
SUDDENLY, A HORRIBLE creature seems rather 
SPIRIT COMES OUT OF unholy, so why not 
use something on it 
that IS holy? 


YOUR SISTER'S BODY AND 
SCREECHES AT YOU 
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Downstairs Hallway 


Dining Room 


Downstairs Hallway 
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Veranda 


Backyard 


Downstairs | 
Hallway |, 


r 


Downstairs 
Hallway 


i 
A 
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Downstairs 
Kitchen 5 Hallway 


Game Room 


Servant’s 
Quarters 


Dining Room 
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Bathroom 


Guest 
Bedroom 


Bathroom 


pstairs 
Hallway 
Master 
Bedroom 


Closet 


Greenhouse 


Greenhouse 
`~ Door 


Backyard 
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š Laboratory 


Inside 
> Magisterium 


A-Entrance 
B-Tombstone 
C-Three Cages 


D-Smiley Face 


CHAPTER 18 


Wizards and 
Warriors III 


Distributor: Acclaim 


Game Type: Arcade Adventure 


WHAT’S 


GOING ON? 


When you defeated 
Malkil with the 
IronSword, the most 
powerful weapon 
ever made, you 
thought for sure 
that he was dead. 
And he was, but 
only his physical 
form. His soul was 
still alive, and it 
attacked you with 


Wizards and Warriors III 


its magical powers. Now 
you have a serious case 
of amnesia as you 
wander into the town of 
Piedup. Little do you 
know that Malkil rules 


this town—and that 
you'll end up fighting 
him yet again! 


PLAYERS 


Wizards and Warriors III is for one player only. 


SCORING 


There are no points to score in the game; your goal is to find and 
defeat Malkil. Twice before you've used brute strength and lost. 
This time, you’re going to learn the powers of three different 
characters: the Thief, the Wizard, and the Knight. 


LIVES AND CONTINUES 


You have three lives at the start of the game. Each life has a Life 
Gauge. The Life Gauge decreases as you're hit by bad guys. If 
the Life Gauge runs out, you lose a life. You can go to shops to 
recharge the Life Gauge, but you can never earn more lives. 

You can’t continue, either. When all your lives are gone, the 
game is over. You have to start all the way back from the 
beginning. 


CONTROLS 


See Control Panel next page. 
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Move Kuros Use Item Jump 


Change Character Pause 


WEAPONS 

Each of Kuros’ three forms have three levels of power. When 
you've achieved the highest level of power for every form, you 
can take on Malkil. 


The Knight 

Level 0 (Start of Game): Sword 
Level 1: Long Sword 

Level 2: Throwing Axe 

Level 3: Shooting Sword 


The Thief 


Level 1: Dagger 
Level 2: Crow Bar 
Level 3: Skeleton Key 


The Wizard 


Level 1: Fire Balls 
Level 2: Forcefield 
Level 3: Levitation 
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As your power levels increase, you'll gain access to more 
places. For example, the Level 2 Thief can open windows with 
his Crow Bar. The Level 3 Thief can open locked doors with his 
Skeleton Key. 


SPECIAL ITEMS 


Keys are very important throughout much of the game. 
Unless you have Keys, you can’t go through many types of 
doors. Once you're a Level 3 Thief, you won't need Keys 
anymore, since you've got the Skeleton Key. 
Money is necessary to buy Keys and food. You'll get Money 
by looking around in rooms. You'll also find Money in 
several locations on the streets of Piedup. 
FRIEND: 
PASTS AN Ss LA aw ASA. Inns are great places 
to visit. You can buy 
Keys to open doors, 
and food to restore 
your Life Gauge. 
Some Inns will only 
allow a certain char- 
acter inside. If you’re 
the wrong character, 
> you'll be thrown out! 
Guilds are the places to visit when you're ready to advance 
a level. There are nine Guilds in all, three for each character 
class. When you visit a Guild, you can take the Test. If you 
pass the Test, you gain a level. You have to bring a Statue to 
each Guild in order to take the Test. 
Wise Men float around in hidden areas. If you bring them 
Special Items, they'll give you clues about where to go next. 
Princesses won't give you the time of day unless you're in 
the form of a 3rd Level character. Then they'll give you a 
crucially important Jewel—if you promise to marry them! 
There are three Princesses in all. Kuros is going to have one 
very interesting honeymoon... 


ENEMIES 


Your enemies don’t have any names, with the exception of 
Malkil. They get meaner as you get farther into the adventure. 
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STRATEGY SESSION 


General Strategies 


As soon as you advance a level, use your newfound powers to 
explore new locations. After gaining a level, you should open lots 
of doors to gather Money, and then head for the next Statue and 
Guild. This technique will take you straight through the game. 

After you reach the 2nd or 3rd level of power for one 
character, you can drop back down and use weaker power 
levels. If you’re a 3rd level Thief, for example, you can drop 
back down to the 2nd level Thief to pop open a window, then 
return to 3rd level again. 

Don’t bother buying the Gossip at the Inns. You won't be 
told anything helpful. 

Shop in the Inns of Piedup to get the cheapest prices for 
Keys and food. 

You don’t have to follow a set path to raise your levels. In 
some cases, you can choose which character you want to boost 
next. Our guide will present the path we found to be the best 
way through the game. 


THE BRONZE THIEVES’ STATUE 


You start the game 
smack in the middle of 
Piedup. Start exploring 
the town. Look for 
Money, and open doors. 
A lot of the open doors 
will lead into rooms with 
Money inside. 

When you've got 
enough money, look for a 


Tavern Door 


Tavern. Go inside and 
buy a few Keys. Then go 
outside and drop all the 
way to the ground. 
Look for a yellow 
building with a closed 
door. You’ve got at least 
one Key, so open the 
door by pushing Up. 


Bronze Thieves’ Statue Door 
280 
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Walk to the left. A Statue is 
resting on the pedestal. 
Pick it up. You've found the 
Bronze Thieves’ Statue! 
Leave this room and go 
back outside. 


"E Walk three doors to the 
1 right and go inside. 
SS You've found the 1st 
36 Level Thieves’ Guild! 
You'll be asked if you 


want to join. Say Yes. 
Since you have the 
Bronze Statue, you'll be 
allowed to take the Test. 


The Thieves’ Test is a left-to-right scrolling area. You have to 
make several tricky jumps as the screen scrolls to the right. If 
you hit the spikes at the bottom of the screen, you'll appear back 
in the Guild and lose a 
few ticks off the Life 
Gauge. If your Life 
Gauge gets too low, go 
to a Tavern and re- 
charge yourself before 
returning to try the 
Test again. 

When you reach 
the door, wait until it 
turns blue, then touch 
it to teleport. Wait 
above the next blue door until it disappears, then drop into the 
corridor where the door was and run to the right. You’ve got 
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one final obstacle in this test: 
the Bronze Thief! 

If you get in a certain 
position, you'll be able to 
duck and strike the Thief 
without getting hit yourself. 
This is the ideal way to fight. 
If you’re not so lucky, you'll 
exchange blows with the 
Thief, losing energy. You should be able to beat the Thief 
without too much trouble. 

After you beat the Thief, he turns back into the Bronze 
Statue! Pick up the Statue and you'll return to the Guild to 
become a Ist Level Thief! 

You should turn into a Thief whenever you're wandering 
around Piedup; otherwise, the people will attack you as you 
jump around. That’s why it’s best to become the Thief first. 


THE BRONZE WIZARDS’ STATUE 


aaae rege E€ 


Se 
biz a sae E D E E E a l E e S 
E E E 


Guild. Go into the hut. There’s a massive guy resting against the 
wall. If you're a Thief, you'll be able to walk past him. If you're 
not, he’ll attack you! Be the 
Thief to get through here safely 
and go into the Underworld! 


Drop down to the bottom of this 

cave and then walk to the right. 

Go into the door and you'll find 
the Bronze Wizard’s Statue! 


Bronze Wizards’ Statue Door 
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THE BRONZE WIZARDS’ TEST 


Go back into the cave and move to the left. Open the door above 
the energy monster and you'll be in the 1st Level Wizard’s 
Guild. With the Statue, you'll be allowed to take the Test! 


This Test is a jump-a-thon. Keep 
hopping up on the floating 
platforms. The only way to lose 
this Test is to fall all the way off 
the bottom of the screen. If you do 
fall, land on a platform to stop 
your fall. Then take a breather and 
start going up again. 


The Bronze Wizard at the end of 
the Test is much the same as the 
Bronze Thief. Just get close a 

enough so that you can strike him 

without him striking you. Turn 

him into a Statue, pick him up, 
and return to the Guild to become 

a 1st Level Wizard! 


THE SILVER THIEVES’ STATUE 


Go back to the 
town of Piedup. 
Look for a wooden 
hut several levels 
above the building 
you came out of. 
Go into the door. 
As you walk to the 
right, a demon will 
drop into the room 
and attack! The 
only way to de- 
Silver Thieves’ Statue Door stroy the demon is 
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with the Knight. When you 
strike the demon, he'll jump to 
the opposite side of the screen; 
run to that side and hit him 
again. Keep the demon 
hopping back and forth to 
destroy him. 

When the demon is dead, 
run into the door on the right 
to claim your prize, the Silver 
Thieves’ Statue! Then return 
outside to Piedup. 


THE BRONZE KNIGHTS’ STATUE 


Jump upward until you see a 
ledge with a beehive perched 
on the right edge. Switch to 
the Wizard and use your Fire 
Balls to shoot the hive and 
make it fall. Then switch 
back to the Thief and jump 
up to the ledge. From here, 
jump upward until you find 
a green house with a door. 
Go inside. 


In this house, go up and 
right to find a door. Go 
through the door and 
you'll be at the Castle! 
Walk to the door on the 
left and pass through the 
door. Then move to the 
right to find a closed door. 
Behind the door is the 
Bronze Knights’ Statue! 


Bronze Knights’ Statue Door 


THE BRONZE KNIGHTS’ TEST 

Walk out of the Statue room and jump to the left. Open the 
second door you find. You'll enter the 1st Level Knights’ Guild. 
With the Statue in your possession, you can take the third type 
of Test—the Knights’ Test. 
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In this level, you must travel 
from the left to the right, 
dodging falling rocks that spew 
from the holes in the walls. A 
few of the jumps here are tight, 
but they can be made. On the 
right side of the Test, you'll 
encounter the Bronze Knight. 


Like the other Bronze guys 
you've fought, beating this 
Knight is a matter of 
positioning. If you stand and 
squat in the right place, you'll 
have the guy dead in seconds. 
Get ready to claim the honor of 
1st Level Knight, along with the 
Long Sword! 


THE SILVER KNIGHTS’ STATUE 


From the Guild, hop up, up and away! Keep moving upward, 
collecting Money along the way. Look for a pillar door with red 


seats 
pits : 


Silver Knights’ 
Statue Door 


ee 
SSS SSS SSS SSS SSS 
above it and yellow below it. Go through the door. Then hop to 


the left to find a door tucked between the castle walls. What are 
you waiting for? Go through! 
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This room is guarded by a 
knight who drops down into 
the middle of the room. If 
you’re on the left side of the 
room, you can strike him 
from behind! Even when he’s 


facing you, just nail him when 
he stands up. He’s a macho 
dude, but you'll beat him 
easily. Walk through the door 
on the left to obtain the Silver 
Knights’ Statue! 


THE SILVER THIEVES’ TEST 


Leave the Statue room to return to the Castle. Hop upward and 
search for a large blue area with a closed door. Enter the door to 
go inside the Castle. Travel up and right to find another closed 
door. Go through the door to go back outside. 

From here, travel downward and to the right. Look for a 
pillar door on the far right side of the Castle (you'll know it’s 
the far right side when the screen stops scrolling to the right). 
Go through the pillars, then drop down and walk left to return 
to Piedup. 

Drop down to the green house on the right and go inside to 
find the 2nd Level Thieves’ Guild. You’ve had the Statue for a 
while, so it’s time to take your second Thieves’ Test. 

You'll be using doors to get through this Test. At the start, 
immediately hit the blue door. Then drop onto the floating 
platform and let the screen scroll until you’re against the left 
edge of the screen. Get onto the next platform and jump into the 
second brown door. 

At the next set of doors, wait until the white door on the 
left turns blue, then hit it to teleport to the door on the right. 
Make the jumps. At the next two doors, hit the blue door on the 
right, then jump quickly to clear the spikes and land on the 
floating platform. 
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Finally, wait for the last white door to turn brown and hit 
the door. Drop onto the floating platform and ride to the tunnel 
on the right. Walk through the tunnel to reach the Silver Thief. 

This Thief moves back and forth, so you have to fight smart. 
Stay on the left side and wait for the Thief to come onto the left. 
When he moves back to 
the right, follow him and 
strike him once or twice, 
then return to the left 
before he starts moving 
again. This stick-and- 
move technique is slow, 
but it keeps you from 
taking damage. Win the 
battle and you'll be a 2nd 
Level Thief with the 
Crow Bar! 

You can use the Crow Bar to open the reddish-tinged 
windows in Piedup. You can search them for Money and other 
items, but don’t waste too much time before you return to the 
task of gathering Statues and taking Tests. 


THE SILVER WIZARDS’ STATUE 


Remember the building with the 
sleepy thief? Go back there and go 
back into the Underworld cave. 
Drop down to the green glowing 
monster. Now that you've got the 
Long Sword, you can destroy him! 
Now jump to the left. Stay in the 
red area of the cave. You'll see an 
open door. It’s a Tavern for 


Wizards only. If you need 
to go inside for Keys or 
food, do it now. 

Travel into the corridor 
below the door. You'll fall 
through some pink bricks 
and then into a green area. 
Go to the right, staying in 
the green. You'll find a 
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door with a strange orange pod below it. The pod is actually a 
door that the Level 2 Thief can go through. Use the pod door 
and walk through the red tunnel. 

You'll emerge in another green area. Look below the pod 
door for a closed door and pop it open as the Thief. You should 
be in a cave with strange holes on the top and bottom. Turn into 
the Wizard and walk to 
the left until you hear the 
speech of a worm! 


Silver Wizards’ 
Statue Door 


To battle the worm, stand 
between the first and 
second holes and blast Fire 
Balls at the worm’s head. 


As you hit the worm, his body will shrink more and more 
until all he has left is a head! Once you destroy the worm’s head, 
he'll be gone for good. 

Gather the treasure dropped by the dead worm and run to 
the left to collect the Silver Wizards’ Statue! 


THE SILVER WIZARDS’ TEST 


Leave the worm cave and jump up to 
the pod door. Go through the door and 
the red tunnel, then jump up to the 
door above the pod door to find the 
2nd Level Wizards’ Guild. You just got 
the Statue, so it’s time to take the Test! 
This Test is the same as the first 
Wizards’ Test in that you jump up the 
platforms. This time, small slugs will 
fly from the top of the screen. You can 
whack the slugs with your sword. 
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The Silver Wizard is much harder than the Bronze Wizard. He 
shoots small frogs that knock you away from him, and he swings 
his staff as well. The best 
strategy is to wait on the right 
side of the ledge, hitting the 
frogs with your sword. When 
the Wizard stops moving, run 
in and strike a few times, then 
move back to the right before 
he begins to shoot again. 

This fight is tough, but you 
should be able to prevail and 
earn the right to become a 2nd 
Level Wizard! Now you have 
the Forcefield. The bad part 
about the Forcefield is that it uses one bar of the Life Gauge 
every time you activate it. The good part is that it will protect 
you from things you couldn’t pass before! 


THE GOLDEN WIZARDS’ STATUE 


Leave the Guild and move downward until you're in a purple 
area. Look for a place with pod doors to the left and the right. 
Use the pod door on the left. You'll come out in a purple area. 
Jump upward into the green area, walk to the right, and fall 
back down into the purple area again. 

Use the pod door to the 
right of a normal door and 
walk through the tunnel to 
the right. When you come 
back out into the purple 
area, jump to the right. Look 
for a door on the right, set 
into the wall. Go inside. If 
you see holes on the top and 
bottom of the tunnel, you’re 
in the right place. 

Golden Wizards’ Statue Door Switch to the Wizard 

again and walk to the left. 

You'll have to battle not one, but two worms this time! Stand 

between the first and second hole like before and take aim at the 

worm’s head. Only one worm will attack at a time, so you won’t 

be overwhelmed. After the second worm is destroyed, walk left 
and pick up the Golden Wizards’ Statue! 
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THE SILVER KNIGHTS’ TEST 
BE pa SP a a Go outside to the purple 
@a~ qT er Mee, area. Drop down to the 
= pod door and use it, 
walking through the 
green tunnel. When you 
come back out, start 
moving upward. You 
should cross blue and 
red bands of bricks if 
you're going in the right 
direction. When you're 
in the orange area, 
you’re almost there. 
Look for a door with a slope to its left. This door will take you 
back outside to Piedup. Be sure to change into the Thief before 
you go through! 


Jump up and left until you find a 
flowing red waterfall on the left side 
of a green house. Turn into the 2nd 
Level Wizard and use the Forcefield 
to walk through the falls! When 
you're safely on the other side, turn 
into the Thief and jump into the open i 

door in the green wall. B 


From here, jump up and go through the door, then jump to the 
door just above the pillars. This is the 2nd Level Knights’ Guild. 
You have the Silver Knights’ Statue, so you can take the Test! 

Spears have been 
added to the deadly 
obstacles in this Test. 
Take your time and 
watch where the spears 
jut out of the walls. 
That way, you'll know 
where to avoid them! 
The section at the end 
of the Test is the 
toughest; it seems like 
you just can’t get past. 
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But here's the trick; you can stand on the flat spearheads! Time it 
right and you'll be able to go past them to the Silver Knight. 

The Silver Knight doesn’t move, but he swings his sword a 
lot. Just wait until he stops swinging, lunge in and strike twice, 
then move back to the left and wait again. You have to be 
patient, but it will pay off. When you pass this Test, you'll gain 
the Throwing Axe! 


THE GOLDEN THIEVES’ STATUE 


Return to Piedup, 
using the doors you 
got here with! Back in 
town, ‘look for the red 
buildings. When you 
see a red building with 
three windows, go 
inside the middle 
window and get ready 
to fight a demon! This 
Golden Thieves’s Statue Window demon jumps less than 
the first demon, and he 
shoots more fireballs, so you'll get hit more. Attack him as the 
Knight or the Thief to destroy him. Then go into the door to the 
right for the Golden Thieves’ Statue! 


THE GOLDEN THIEVES’ TEST 

Go outside to Piedup and jump up and right. One of the green 
buildings to the right holds the 3rd Level Thieves’ Guild! You'll 
be allowed to take the tough- 
est Thief Test! Daggers and 
arrows will fly at you con- 
stantly. Are you ready? 

Drop down onto the 
floating platform, then jump 
up to the white door. When it 
turns blue, go through it. 
When the group of three 
doors scrolls onto the screen, 
jump up to the highest door 
and go through it when it 
turns brown. 

Make the jumps and wait 
by the next white door. When 


pasion n'y 
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it turns brown, go through and land on the floating platform. 
Walk through the tunnel (dodging the daggers) to find the 
Golden Thief. 

Stay on the far left and wait for the Thief to move. He'll 
charge to the left, stab, and then slink back to the right. Follow 
him back to the right and strike him once, then scamper back to 
the left. Wait for him to charge and back off again. 

At first, it will seem like your blows aren’t doing any 
damage. You have to hit the Thief eight times. Then, on the ninth 
blow, his Life Gauge will decrease one bar! Now each hit will 
reduce his Life Gauge. Defeat him to become a 3rd Level Thief! 


With the Skeleton Key, you'll be able 
to open every single door. Now you'll 
have access to the last crucial parts 

of the game! 


z Now that you've achieved the 
I AM PRINCESS 3rd Level with a character, 
SULIA. j you'll be able to make the 

` THANK You FOR moves on the three Prin- 
ERU EI nE cesses. First, go out into 

y (| Piedup and look for a red 

building with a guard walk- 

ing around in front of a door. 

Pop open the door and walk 

to the right. This Princess will 

give you the first Crown 

Jewel when you promise to 

marry her. No problem! 


THE GOLDEN WIZARDS’ TEST 


In Piedup, go to the wooden house with the dozing thief. Walk 
to the right to enter the Underworld. From here, drop way down 
to the purple zone. Look for an area with two pod doors about a 
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screen and a half apart. Use the pod door on the left and walk 
through the tunnel. 

Walk left to find another pod door. Walk through the red 
tunnel. Then go down and to the left to find a locked door. Open 
it with the Skeleton Key, then turn into the Wizard and enter the 
3rd Level Wizards’ Guild. You have the Golden Wizards’ Statue, 
so you can take the final Wizards’ Test. 

Like the first two Tests, you're jumping up the platforms. 
There are flying slugs again, but the jumps are about the same. 
It’s the Golden Wizard that’s different! 

The Golden Wizard fires both frogs and bullets from his 
staff. We prefer the kamikaze approach, getting in the Wizard’s 
face and hitting with the sword as rapidly as possible. 

When you beat the Golden Wizard, you'll get an incredibly 
useful new power—levitation! You won’t need to jump 
anymore; just float upward to get where you want! 


Move up to the green area of the 
Underworld and walk to the right 
until you spot a closed door high up 
on a ledge. You can’t jump to the 
ledge, but now you can reach the 
ledge with your levitation power! 
Float up to the door and use the 3rd 
Level Thief to go inside. Pledge to 
marry Lindsey for the second 
Crown Jewel. 


PRINCESS JOANNE 


Get out of the Underworld and return to Piedup (you should 
know how by this point in the game). Then get up to the green 


buildings and find the building 
that leads to the Castle (it’s the 
one with windows on either side 
of the door). 

When you appear by the 
pillar door, levitate way up. Look 
for a door in a triangular green 
wall. Go into the door and you'll 
meet the third bodacious Princess! 
Tell her what she wants to hear to 
get the third Crown Jewel. 
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THE GOLDEN KNIGHTS’ STATUE 


Drop directly below Joanne’s 
door and you'll find another 
door in the blue brick. Go into 
the door and drop down the 
stairs to the bottom of the 
tower. When you bottom out, 
move to the right and jump 
into the small space. You'll go 
through a secret door and 
emerge into a secret room! 


Gather the food and then go 
back through the door. You'll 
appear inside the Castle. Use 
your Levitation power and look 
for a door in a hall with red and 


Golden Knights’ Statue Door 


purple stripes. The door seems 
impossible to get to, since it’s 
surrounded by gray bricks! 

To get to the door, levitate to the lower-left brick. You'll pass 
right through the brick! Now steer to the right and open the 
door as a 3rd Level Thief. Then go inside and change into a 2nd 
Level Knight. 

It’s not hard to beat the guard at all, especially with the 
Throwing Axe. Just keep tossing it at the guard. It will hit the 
guard twice—once going past him, once coming back to 
you—and he'll only get an occasional hit on you (usually when 
he jumps). He'll go down quickly, allowing you to go to the left 
and find the final Statue, the Golden Knights’ Statue! 


THE GOLDEN KNIGHTS’ TEST 


Return io the striped hall and walk to the left. Stand in front of 
the first “window” and push Up to go through a secret door! 
You'll appear in a new part of the Castle. 
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Drop down to the ground and go through the blue pillars. 
Then levitate upward and look for the pillars with red above and 
yellow below. You used them once before, so you'll know where 
to look. These pillars will take you back outside the Castle. 

Do that levitation thing and look for another door in a 
triangular green wall. To help you find it, note that there’s a door 

F in the blue stone below and to 

JN the left of the green door. When 
you find this door, go inside. 
You're in the final Guild, ready 
to take the final Test! 

This test is quite similar to 
the 2nd Level Knights’ Test, so 
you should be able to get 
through it without much 
trouble. The Golden Knight is 
another story! To beat him, wait on the far left side of the ledge. 
Let the Knight charge, swing his sword, and then back away to 
the right. Follow him and give him one or two hits before fleeing 
back to the left. 

When you wear out and defeat the Golden Knight, you'll 
earn the Shooting Sword. You've achieved the maximum Levels 
for every character! 


THE FINAL JOURNEY 


Return to Piedup and the wooden hut. Go into the Underworld 
for the final time! Drop down to the purple zone and work your 
way to the right. Use doors when you have to. As long as you 
keep going to the right, you'll arrive at a huge blue gate! There 
are four spaces in the wall near the gate. The spaces are made 
for the Crown Jewels to fit into. The three Jewels you have will 
float into place, but you still need one more. Where is it? 

Jump through the hole in 
the roof and then levitate 
straight up until you find two 
small rock ledges. Land on the 
higher ledge and change into 
the 3rd Level Knight. Get ready 
to fight a very ugly creature! 

The six-eyed beast floats 
onto the screen from the right. 
Shoot your Shooting Sword at 
his eyeballs while jumping to 
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avoid his return fire. When you jump, be sure to land back on 
the platform. If you fall, you'll have to levitate back up to the 
ledges and start the battle over again! 

When you've shot the four eyeballs at the front of the beast, 
you may find it helpful to drop down to the stationary ledge 
and fire from there. You should be able to hit the last few 
eyeballs. When the beast 
dies, you'll fall back 
down to the ground and 
gain the fourth Crown 
Jewel! 

Pick up the Jewel 
and walk to the gate. The 
fourth Jewel will spring 
the gate open for you. Go 
through the gate! 

Now you get to make a long journey upward. You can’t get 
lost, since the paths will lead in one direction and you'll always 
be able to find the doors. 


Y v 
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Just keep trucking upward, 
gathering the Money scattered 
along the way. Eventually, 
you'll reach a tower. Levitate 
to the door at the top of the 
tower and go through to find 
the true King of Piedup! He'll 
give you a hint about how to 
defeat Malkil. 


Walk left and go 
through the door to 
find Malkil. He’ll 
make you an offer 
to join him in his 
evil schemes. Say 
No and Malkil will 
float off his throne 
to begin his attack. 
Good luck! 


Wizards and Warriors III 


SHH... THE SECRETS 

This is how you defeat Malkil. You just.... aaargh. Malkil just 
cast an evil spell on us preventing us from saying any more. 
Sorry. I guess you're on your own now... 


297 


CHAPTER 19 


Short Tips 


Here are some tips to add to your fun. Here are what the 
abbreviations stand for in the tips: 


U-Up, D-Down, L-Left, R-Right. 


ADVENTURES OF BAYOU BILLY 


100 Extra Bullets 


Complete the shooting portion of the Practice Mode, then go 
into the regular game to gain 100 extra bullets at the start. 


ADVENTURES OF LOLO 2 


Secret Rooms 


Use the following passwords to play in four secret rooms: ProA, 
ProB, ProC, ProD. 


BURAI FIGHTER 


Passwords 


Albatross Level 
Stage 2: HEAD 
Stage 3: JEEP 
Stage 4: KING 
Stage 5: LIME 
Stage 6: MILD 
Stage 7: NILE 


Ace Level 

Stage 2: PALM 
Stage 3: FALL 
Stage 4: IDEA 
Stage 5: PLAN 
Stage 6: MONK 
Stage 7: IDOL 
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Ultimate Level 
Stage 2: FLAG 
Stage 3: JOKE 
Stage 4: ONCE 
Stage 5: PAIL 
Stage 6: GOAL 
Stage 7: ICHI 


Powered-Up Weapons 
Use the password LOBB. 


CODE NAME: VIPER 


Passwords 

Area 4: 040471 

Area 8: 081620 

End of Game: 217298 


CONQUEST OF THE CRYSTAL PALACE 
Cheats Galore 


On the title screen, press Select, A and B simultaneously. Repeat 
this until you hear a bell. Now hit Start to begin the game. 
During the game, hold down Select and press: 

R—Temporary Invincibility 

L—Gold 

U—Super Jump 

D—Restore the Life Meter 

U/R—Add one Life 

D/L—Power Up the Sword 

U/L—The Fire Weapon 

You can use these tricks endlessly. 


DR. MARIO 


Pictures 


There are six reward pictures in Dr. Mario, each of which 
appears only on a certain Virus Level and Speed. 

Book: Level 5, Med 

Chicken: Level 10, Med 

Spray Paint: Level 15, Med 

Turtle: Level 5, Hi 

Pig: Level 10, Hi 

Witch: Level 15, Hi 
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DRAGON SPIRIT 


Sound Test 
Hold down A, B and U on Controller Two, then press Reset. 


Level Select 
First, activate the sound test. Use Controller Two and press B, U, 
U, B, D, D, B. The numbers 01 should appear under the words 
Sound Test. Now use the pad to select your level and press Start 
on Controller One. 


DYNOWARZ 


Passwords 
Level 2: 5431 
Level 3: 9892 
Level 4: 6315 
Level 5: 7452 
Level 6: 1697 
Level 7: 6425 


8 EYES 


Passwords 


First Ending: ONAPPMBPPF 
Second Ending: CKBPPAAPEE 
Third Ending: GBCPHAAHAD 


FLYING WARRIORS 


Password 

We put this password in Short Tips instead of the chapter on 
Flying Warriors becuase we got it at the last minute! To see the 
ending sequence, use the password END. 


GAUNTLET 


Passwords 

These passwords will begin you with powerful characters in 
Room 5. 

Elf: HPE-Z9H-ZOI 

Valkyrie: HPE-Z9H-ZIZ 

Wizard: HPE-Z9H-ZZI 
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Warrior: HPE-Z9H-ZZZ 
This password starts you in Room 79 with the Elf: HEZ-66Y-WII. 


G.I. JOE 


Passwords 


First Quest 

Stage 2: PSGN5XRZ4 
Stage 3: 3ZDX9ZOX1 
Stage 4: N3GGN3BGB 
Stage 5: 5399N5XG2 
Stage 6: 5ZD3NN5X5 


Second Quest 

Stage 1: ZNS39N5XF 
Stage 2: BV9JOVD87 
Stage 3: 3N2V9G5X5 
Stage 4: 5X03H8GZ8 
Stage 5: NN2V2R5xX9 
Stage 6: X58H80266 


Third Quest 

Stage 1: 3R69N5XGG 
Stage 2: DG239N5X1 
Stage 3: 3G2B9NOXF 
Stage 4: NR8VN5GG6 
Stage 5: VH959V38C 
Stage 6: DHJ59VD87 


HEAVY SHREDDING 


99 Lives and Stage Select 


On the title screen, press L while holding A and B for 99 lives. 
When the Mountain Course Map appears, press A to select a 
course. 


IKARI WARRIORS III: THE RESCUE 


Continue In The 2-Player Game 


When one player dies, he can continue by pressing U and R 
along with A and B. This works as long as one player’s still 
alive! 
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KICKLE CUBICLE 


Special Game 
Hold D, then turn on the NES. The screen will turn white. Press 
Select. 


First Boss Sneak Peek 


Hold D, then turn on the NES. The screen will turn white. Press 
U on Controller Two. 


LITTLE NINJA BROTHERS 


Sound Test 


Enter the RPG mode, select Password, and enter SOUND as the 
password. 


MANIAC MANSION 
See The Endings 


There are six different endings to this game. 

Ending 1: Send the Meteor into orbit in the Weird Edsel. 

Ending 2: Kill Dave and then complete the game as normal. Dr. 
Fred will talk to Sandy with different text than normal. 

Ending 3: Kill all three kids. 

Ending 4: Cause a nuclear meltdown. 

Ending 5: Have Wendy retype the manuscript in Dr. Fred’s office and 
mail it to the publishing company. When the publisher sends you a 
contract, show the contract to the Meteor. 

Ending 6: Get the publishing contract. Then have Bernard fix the 
shortwave radio in Dr. Fred’s room with the radio tube from the old- 
fashioned radio. Call the Meteor Police with the shortwave radio and 
give the contract to the Meteor before the Police arrive on the scene. 


MEGA MAN 3 


Freeze The Enemies 
Press U and A on Controller Two, then continue playing with 
Controller One. 


MENDEL PALACE 


Extra Stages 


Hold down Select and Start while turning on the NES to gain 
access to the extra stages. 
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METAL STORM 
Passwords 

Level 2: WFT-7B35-N75 

Level 3: HRT-273[Heart]WVM 
Level 4: FMM-FFC7-B5Z 
Level 5: M67-WL35-WQ5 
Level 6: 9JT-LQ3K-QGM 


MISSION: IMPOSSIBLE 
Passwords 

Area 2: HMPR 

Area 3: KMVW 

Area 4: XDGJ 

Area 5: TVJL 

Area 6: QBYZ 


NES PLAY ACTION FOOTBALL 


Passwords 

Here are two passwords for 49ers fans. 

San Francisco vs. Miami in the Semifinals: BPH5DSD5FC 
San Francisco vs. Chicago in the Power Bowl: 0IG9DQT5C8 


PALAMEDES 


Ending Demo Test 

On the title screen, hold down A and R on Controller Two then 
press Start on Controller One. The Demo Test screen will appear, 
allowing you to view the ending animation of each stage. 


POWER BLADE 
Passwords 

Stage 2: B2712209 
Stage 3: G3784JD2 
Stage 4: 6843D12F 
Stage 5: IBJ39FK4 
Stage 6: J23KGBBK 
Stage 7: 77KDIOGJ 


Sound Test 

On Controller One, hold down U and R and Select. On 
Controller Two, hold down L and D with A and B. Press Start on 
Controller One for the sound test. 
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ROLLING THUNDER 


Passwords 

Story 1, Area 3: 6426099 
Story 1, Area 5: 1450064 
Story 2, Area 7: 6609809 
Story 2, Area 9: 3495242 
Story 3, Area 1: 6692956 
Story 3, Area 2: 4516110 
Story 3, Area 3: 6396857 
Story 3, Area 4: 4249741 
Story 3, Area 5: 6916079 
Story 4, Area 6: 7236972 


SHADOW OF THE NINJA 


Stage Select 

On the title screen, hit A four times, B four times, then A, B, A, 
B, A, B, A, B. You'll hear a small chime. Now hold down the 
buttons on Controllers One and Two to select your stage. 

Stage 1-2: B on Two 

Stage 1-3: A on Two 

Stage 1-4: A and B on Two 

Stage 2-1: B on One 

Stage 2-2: B on Both 

Stage 2-3: B on One, A on Two 

Stage 3-1: B on One, A and B on Two 

Stage 3-2: A on One 

Stage 3-3: A on One, B on Two 

Stage 4-1: A on Both 

Stage 4-2: A on One, A and B on Two 

Stage 4-3: A and B on One 

Stage 5-1: A and B on One, B on Two 

Stage 5-2: A and B on One, A on Two 


Sound Test 
Activate the Stage Select as above. Hold down A and B on both 
controllers, then press Start. 


SILVER SURFER 


Passwords 


All Weapons: CKWJT4 
Unlimited Continues: SJM333 
Invincibility: KJTTJK 
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SOLAR JETMAN 


Passwords 

Planet 2: KLBPBNBBMKGB 
Planet 3: KBBDPLHBRXHB 
Planet 4: KQBDGGDBXVHB 
Planet 5: KHDZLGDBGBHB 
Planet 6: KLDGBBDBMKHB 
Planet 7: KQDBQQLBRVHB 
Planet 8: KEDTHNBBXWHB 
Planet 9: HBGTMPLBGKHB 
Planet 10: KODGNNNKBMQHB 
Planet 11: KQGXPMQBRDHB 
Planet 12: HHGLDGBBXWHB 
Planet 13: KGHWGGBBGDHB 
Planet 14: ZHHZQQQQNNNN 
The Planet 14 password starts you out with almost $800,000 and 
15 Nippon Ships. 


SWORD MASTER 


Unlimited Continues 


On the title screen, hold down D and Select. Hit Start to begin 
the game. When you use up all your continues the words Free 
Play will appear on the bottom of the screen. 


TEENAGE MUTANT NINJA TURTLES II 


10 Lives and Stage Select 

On the title screen, hit B, A, B, A, U, D, B, A, L, R, B, A, Start. The 
words Stage Select will appear on the screen. Use the pad to 
select your stage! 


WILLOW 


Password 


This password starts you out with every item to be found in the 
game. 

8zs L4B W4K 

fyM 6JW 5Kq 
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Nintendo Games Secrets 3 


WORLD CUP SOCCER 


Passwords 

These passwords will let you start at any game, all the way to 
the Final. By changing the last two numbers in the password, 
you can play with any team. 


Passwords: 

2nd Match: 10301 
3rd Match: 30701 
4th Match: 01501 
5th Match: 22001 
6th Match: 72101 
7th Match: 11501 
8th Match: 42401 
9th Match: 62601 
10th Match: 60201 
Semifinal: 22301 
Final: 12801 


Team Numbers: 
00: USA 

01: Holland 

02: Japan 

03: France 

04: Cameroon 
05: Russia 

06: Mexico 

07: England 

08: Spain 

09: Brazil 

10: West Germany 
11: Argentina 
12: Italy 


XEXYZ 


Passwords 
1-2: 772FBB469B 
1-3: 58E8B11F91 
2-1: 361B7C9185 
3-1: 7955EBFC1E 
3-3: 696B3BA491 
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Short Tips 


4-1: C964647D1E 
5-1: 5F5A490D9B 
5-2: 07A508D614 
6-1: OCBO15E88F 
7-1: C519D33814 
7-2: 217B15719B 
8-1: 0A21D2D814 
9-1: 6FD8DC660A 
9-2: 6F76932C0A 
9-3: 99363B4585 
10-1: 482F8B9A1E 
11-1: 34D3026EOA 
12-1: CA249BDD85 
12-2: 568A8E2D85 
12-3: DF44E0BB00 
Bonus: A2ZA4A6A8A0 
Bonus: BBA1357912 


Got any other great tips? Let us know! Write to: 
Game Tips 


P.O. Box 1260 
Rocklin, CA 95677-1260 
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By Mail: Just fill out the information below and send with your 
remittance. 
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